| 


- = — — — - . — —_— => — — — * * 
4604 * —— 

RE ö * * | * 71 
4 = 
* 

, — 

2 EA FL. 
Fy * 


| 


1 


FAY MEA ä 
2 — — 


ee eee 
Go JUR 7-GAME STER: 
8 PULL nod BABY 


INSTRUCTIONS 


FOR 
| [Playing the Gamzs now in Vogue, 


after the beſt Method, as- they are 
Played at Court and in the Aſſem- 
 blees; vi⁊. | | | 


OMBRE, PICQUET, and 
the Royal Game ot CHESS. 


Wherein the Frauds in Play are detected, 
and the Laws of each Game annexed, to 
prevent Diſputes. 
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vi The Preface. 
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ai N . 
Ii ſe, in order to teach the Three 
Principal Games, vi. O MB RE, 
P1cQUET, and the Royai Came 


d 


15 ehink the Method is laid 
. down ſo plain and eaſy, that a 
Perſon of a ver) common Capa- 
city may quickly learn theſe e three 
„ e Games. Tn 
[+ | 
f firſt, £3 to nnn this 
Game is wariouſly Played, ac-yy t 


pong” to the Humours of the 2 
- Com- 
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The Preface. vii 
Company, or the Stakes they play 

e for ; 4 therefore, that the Reader 
may not be ignorant of any part 
e of- t, he will find it here deſcri- 
„ bed in all its Branches: and we 
e have reduced it to Chapters, or 
Heads, that ſo the Reader might 
not find himſelf puz.z.led, by run. 
ning from Article to Article, 
1 toit hut ORR * 


It hoy be ob ieffed perhaps, that 


we enlarge in ſome Places upon 
Things that hade been touched on 
before : but it muſt be con ſidered, 
that this Eſſay is torote in favour 
f thoſe who have no. Notion at 
41 
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Phe Notion of the Came, this: 


* , | 


= 0 * thoje Jrequent®Diſo 


al of 'rhe Game. ; an to theſe, 
zue concei ot, umb "be made 


to plain. Beſdes, the Reader: 
' ill find that ue neuer ſpeak, r 


a Thing a: ſecond time but roheræ 


it has nat * . e. 
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eaſy Method wil n oon I 0 
Ae . it. K 


{0 

- They. ak. hy Dark; wil | fd 
the Rules here laid dewn: ſo exact 
and with ſo muah: Juftice, as reds. 
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. n 1 he Uſe 
here is likewiſe, for. the A | 
of Learners," a Table of all ſuch. 


played. « \4\\\Q 1995 \. U1 RE \ 


But brcanſe the Terms: may 
ſound N little barbarotis to. ſome 
Eura and left rhe-Jenorane ſhould 
think they are Terms of Magic, 


parate Table; with their | Explas 
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4 putes which happen about the 


Games as. may with Prudence le 
. n ; ey. 


we have placed them all in à fe 


- * 4 
* Na 0 * & $26 TE TTY , 

\ g 1. * 3 

. ada 4 4 "SY * 0 -Y - s- V <2 

x - * 8 
* Ry - 
TY 7 f 
9 „ UQ , . % © * * % 2% ©. *% * — — - muh; 


— — 0 — 
r .  _ _ 


| tains, to divert their tedious: 


The Preface! 
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$ Stem, The Grin Fe p I.C- 
aur is taught, as it is now 
Played in the beſt Companies: the 
| Method js ſo eaſy, that I think. 
nothing can be added ene fo. ex- 
plain it farther. 


& 


Thirdly; The Royal Game of 
Cu E 88, which ſome maintain t 
be as. old as Troy and that in. 
was invented by the Grecian Cap- 


Evenings, at. the Siege of. that 
Famous City: It requires Art 
and Stratagem, and agreeably re. 


lieves the Mind, rohen wearied 
with 


I ÿ be Preface, i 
with the Fatigue of Buſineſs. In 
the Practice of. this Game, a Per- 


ſon meets with a great many odd 
Events, which give the ſame ſort 


of agreeable Surprixe, that we are 
moved with at the happy Inci- 
dents in a Comedy. By the ſhort 


Abridgment we have given of 


it, any Perſon that once ſees the 
Men placed upon the Board, may 
learn to play; but to be excellent 
in it requires a ſutable Genius, 
and good Obſervation. 
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Court- Gameſter. 


great deal of the Gravity pecu- 


e L Hombra, which in Spaniſh ſigni- 
fies Man: It Was ſo named, as requiring 
Thought and Reflection, Which are Qualities 


a great deal of Application; and let a Man 
be ever ſo expert, he will be apt to fall into 
Miſtakes, if he thinks of any thing elſe, or 


look on. 
e and vietneſs are ab- 


ſolutely neceſſary, in order to play well 
| 'B There. 
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Of the Game of O MBRE. 


* PEERS Is Game owes its Invention to 
the Spaniards, and has in it 4 


tar to that Nation. It is called 
peculiar to Man. To play i it well, requires 


is diſturbed by the Converſation of thoſe that 
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| fit; the reſt We ſhall explain i in their turns. 


out all the Eights, Nines, and Tens, of the 


The Court Cameſter. 


T rherbfore if the a are diſeroet, . 
will be fatisfied with the Pleaſure of ſeeing 
it play d, without diſtracting the Gameſters. 

Wnar I have ſaid, is la to perſuade 
any, who have a mind to learn it, that the 
Pleaſure is not worth the Pains : On the con- 
trary, it will be found the moſt delightful 
and- entertaining of all Games, to thoſe who 
have any thing in them, of what we call the 
Spirit of Play. 

T'Hzrs are many ways of playing L'Om- 
bre; it is ſometimes play'd with Force Spa- 
dile, or Eſpadille Force; ſometimes two Per- 
ſdns, ſometimes three, ſometimes four, and 
ſometimes five : but the general way is by 
three. Of this kind of Play we ſhall treat, 


eee y 


-of the Number. of Cards... A 


HIS Game iS played with er Cards: 
You may buy from the Card-makers 
Packs made up on purpoſe for this Game; 
otherwiſe you may take an intire Pack, 
which conſiſts of fifry-rwo Cards, and throw 


four Suits, which make twelve, there will re- 
main forty : this 1s an Ombre Pack. of 
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V. Caxds, is, their ſeveral Wertes weap 
they Ang! not, T rumps. oe 
- Tax Term Trump. comes 18 Corp 
tion of the Word Triamph ; for herever the 
are, they are attended with Conqueſt. 
Or Cards there are two Colours, Red ant 
Black; the two Black are Spades. and Clubs. 
TRE Order of Spades and Clubs is the 
ſame as in other Games; in a: natural De- 
ſcent: King, Queen, Knave, Ne Six, 
Fi ve, J 
Ir ON 5 858 het the two Black 
Aces are not reckoned in tho natural Order 
of the Cards among their own Suits, becauſe 
they are always -Truwps Bas We ſhall explain 
eBy . 31G OV 
T HR two red Colours ate Hearts and Dia- 
** which in their Order are quite con- 
trary) too the os but thus :Wiffrzcues/ is 
ſoon underſtood. — 
Tur King, Thos and Bieve keep heir 
natural Ranks, but the reſt are quite re- 
10 d, for che loweſt Card ſtill wins the 


beſt. B 2 To 
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To comprehend this at one Caſt * an 
Eye, and to ſee every Card's Value, turn to 
this Table. 
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Black. | 
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King Obberre. that there are 

een ten Cards in Red, and 
'Anave | but nine in Black, by 
Seven | yy reaſon, as we have fad 
Six before, the black A- 
"Five ces, which: are always 
Four Trumps, are not to be 
T bree reckon'd. — 
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1425 is ly to nos e's was « faid 
before, that the two black Aces are al- 
ways Trumps, let us play in what Colour 
we will: Thus whether Hearts, Diamonds, 
Clubs, or Spades be "Trumps, the Ace of 
Spades is — the firſt Trump, and the 
F an of Clubs the third. 

Tur Ace of Spades is ; called Spadilt, or 
Eſpadile, the Ace of Clubs Baſto. 


Tavs 
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a OnBRE:... 5 
Tuvs the firſt and the third Trump are 


conſtantly fix d, then the only Je is to 
find out the ſecond. 


Nee chat ee 


lour we play, that which is the worſt Card 


in its natural Order, (that is to ſay, when . 


it is not Trum ps) - becomes the ſecond 
Trump; as the 2 of Spades, when we 
pp in Spades, is the ſecond - beſt Trump 


is called Manille, and the Duce of Chubs 


an 


-when Clubs are Trump 27 


WurN we play in Red, whe: Seven of 
Hearts, or Seven . Diamonds, i is the ſecond- 
beſt Card; that is to ſay, the Seven of 
Hearts when we play in Hearts, and the Se- 
ven of Diamonds when we ,play in Dia- 


monds; and is likewiſe called Marile. 


Tux RE are, as we have ſhewn,' four Mas 
niles upon the Cards; that is to ſay, two in 
red, and two in black: but they are never 
calbd Maniltes, but when the Suits to which 
they belong are "Trumps: as for example, 
when we play in Spades, the Duce'of Spades 
is Marille ; if in Clubs, the Duce of Clubs ; ; 
if in Heatts or Diamonds; it muſt. be the 
event. . 

TERRE is one Obſervation remains; chat 
IS, concerning the red Aces when we play in 
red, we muſt take notice that they. change 
their Os | 


B 3 Tus 
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uus when we play in Hearts, the Ace 
1 as Hearts takes place of the King, andi. is 
il the fourth Trump; as likewiſe does the Ace 
4 .of \Diamonds when 'we play in Diamonds 3 
= and are call d Puntos. 

1 Bur it muſt be remembred, that tis only 
Wen they are Trumps that they are call'd 
by this name; at any other time they are 
[ only in that Degree that we have placed 
4 them in the foregoing Table. 

For the better underſtanding the Nature 
of the Trumps, look at the following Ta- 
err where hey ae plced in cher Order. | 


We 9: Black.” [ ni . 


Ha or. the 15 of 4 r the Fr 
Spades. of Sales hp 
Manille, the Duce. ON ho | Mail, the Seven. | 
. or the Ace. of Baſto, Ace of Clubs. 
_ Clubs. RA oe, the 58d, e 
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Tus you may ſee by this Table that 


there are twelve Trumps in Red, and but 
eleven in Black. e e | 
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How the Trump is made at Ombre. 


* HE Trump at the Game of Ombre is 


not made by turning up a Card, as at 
ſome other Games. U | 


Bur after the Cards ate dealt, every 


one examines his Game, and ſpeaks in his 


For example, we will ſuppoſe that you 
are eldeſt Hand, and that you have for 


Game, Spadile, the Duce of Spades, (that 
is, Manille) Baſto, the Seven and the Three 6f 
Spades; you will find upon Examination that 
you have three Matadores and two Trumps, 
Which is a very good Game: we will ſup- 
poſe that the other two have no Game at 


all; you are to ask if they play, that is un- 


derſtood, if they play without taking in, 


which we ſhall explain hereafter. They an- 


ſwer, No: then you are to ſay, Spades are 
Trumps, and make your Diſcard according- 
Iy. This is the Manner of making the 
Trump; what I ſay of the eldeſt: Hand, is 
the ſame with the other two, when thoſ 
that are to ſpeak firſt, have faid, Paſs. 
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8 The Court Cameſter 


Puvs the Trump i ade by him who 
. undertakes the Gaus, i in n Suit he 
finds his Game the ſtrongeſt. 
| Bur the Perſon — plays muſt always 
name the Trump, before he looks at the 
1 Cards he takes in; for if he ſhould ha 
' pen to turn them up, tho he ſhould not ſee 
them before the Trump is named, then ei- 
ther of the other two may name it; and he 
Mall be oblig'd to play in that Suit, let it 
be what it will. 

Ir the Ombre ſhould name two Qalinies 
at the ſame time ; then the Perſon who fits 
at his Right-Hand ſhall chuſe which of thoſe 
two Colours he thinks fit, and the Ombre 
Thall be oblig d to play in that Suit. 

In, this caſe the Ombre ſhall have the 
liberty of looking at his Diſcard ;. and if he 
has put out any of that Suit which is nam'd 
for him, he may take them in again, pro- 
vided the Cards he took in are not join'd to 
the reſt of his Game: if ſo, he has not this 
berty. 

„ Tux 9 who undertakes the Game, 

-1s.call'd the Ombre. 
Ir is neceſſary to "= very Sab in na- 
the Trump: for if, for example, a 

4 that intends to play i in Clubs, ſhould 
— three Cards that he puts out, a Heart, 
a Spade, and a Diamond, and ſay, you may 
Ace my Trump by What 1 put out, _ 

WI 
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will not be good, and the others may name 
it, as if he had not ſpoke at all: For ſome- 
times in that Caſe, a Man may . pur out a 
Trump to deceive others. 

-» ALL theſe Formalities are Sousse 0 up- 
on Reaſon, therefore Miſtakes muſt fall co 
the prejudice of him Who makes them; be- 
cauſe it is ſometimes difficult to diſcern be- 
tween Miſtake and Deſign, and if theſe were 
permitted to be retracted, it wou'd give o- 
caſion to a great deal of unfair Play, there- 
fore all Equivocations are difallow'd. : 
- As wiſe Lawpivers only confider the Pub- 
lick Good, and tho ſometimes the Innocent 
may ſuffer by the Severity of an Act, yet the 
greateſt Evil muſt beconfidevidand'prevented. 
Ir after the Ombre has looked at the 
Cards he takes in, he recollects that he did 
not name the Trump; if 'the other two 
ſhould: forget to ſpeak before him, he may 
name it then Without! incurring anyPeralty.) 
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"HE Word Aale 2 in Sg. ſigni- 
fies Murderer; they are ſo call'd be- 
cauſe they never give Quarter. 
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Turnz are but three Cards that are pro- 
Perly call d Matadores; theſe are Spadile, Ma- 
wile, Baſto, which are three Trine Trumps 

in whatever Suit we play. 

TE Sadie is always the Ace of 

= Spades. 
i Tur Manile, as we obſery'd, is not fix” d, 
4 but changes according to the Colour we play 
in, as in Red tis the: Seven, in Black oy 
1 11 

Tun B90 is always: the Ace of Clubs. 

TER Privilege of a Matadore, is, that 
it is not oblig'd to pay obedience to an in- 
feriour Trump; that is, that you are not ob- 
Jig'd to play it, tho a Trump lead : 1 Ex- 

ample will make this plain. 

_ *SuPPposs I have in my hand Baſto, 
without any other Trump, and the Lea- 
der ſhould play the King of Trumps, I am 
not oblig d to play my Baſto, but may put 
any other ordinary Card that is not a 
2 

Hex the King is inferiour. to Baſto; : 
"but if the Leader ſhould play Spadille or Ma- 
nille, there Baſto muſt come down, if y 

have no other Trump ; for every Card conſt 
pay reſpect to its Betters. 

Bur you muſt ob{erve,t hat ef. muſt 
be the Card firſt play d. F 1-1 
Fon example, if 1 have Bafo l 

ed in my Hand, * am to play laſt ; if 


""&Y AP 5 7 


the 


MO T 
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the Leader) ſhould play the King, and the 
fecbnd Spadile; . Lam not — to 


play Baſto, becauſe Spadiffe did not lead. 


ANOTHER Privilege of Matadores, is, 


that whoever has them ſhall be paid a Coun- 
ter lor each, from the other two Game- 


Ros it iy ches ee can be pid 


Fe Matauores, nor is he to be {mi for any 


Number leſs than three. | 
ForMERLY, if the Ombre was beaſted, 


and the Matadorer were in another Hand, he 


was oblig'd to pay to that Perſon who had 


Mens but chis is out of uſe now, . 


S0. if 1 fofe the Game with three Mata- 
dores in my Hand, Tam to pay three Coun- 


ters to each of my Antagonilts. 
HirnzxrTo we have only ſpoke of 


'theſe three Matadores, Spadille, Manille, and 
' Baſtoz. bur it muſt be obſety d, that thoſe 


Trumps that immediately ſucceed theſe, 
when they happen to meet in the Hands of 


the Ombre,” uſurp the Name of Matadores, 
and - muſt be paid as:ſfuoh. ©: 


Fon example, If I hare Halle, Aa- 


nile, Baſto, Panto, King, Queen and Knave ; I 
have ſeven Matadores, and mult receive ſeven 
a piece from my two Oppoſites. and if the 


Duce and Thi ee ſhould be join'd to theſe, 


they make nine, — 1 muſt be * accor- 
| N nee LEO e ae 


Turn 
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12 The Court-Gameſter. 

- T'ztxx can be no Puito, when we play in 

-eithier of the black Suits ; becauſe the Aces, 
which are the Puntos in Red, in Black are 
_ otherwiſe diſtinguiſhed. 

- 'Tavs when the Ombre wins his Gn 
he muſt be paid for his Maradores, whate- 
rer Number he has; if he loſes he muſt 
pay others, ſtill obſerving that theſe Mata- 


dores muſt 'be Se quents, otherwiſe RR are 
not to be paid at call. 350 


885 anne 29S 299099 
OY the Manner of Dij poſs ng the 


Came. 


HERE is no Neceſſity Gor N 
up your Game at this Play, becauſe 
every Deal decides the Game; hotrotes 
Counters muſt be uſed inſtead of Money, to 
mark the Stakes you play for. 
Lou mult diſtribute to every Player a 
certain Number of Fiſh or Counters; ſup- 
Poſe nine Fiſh, and twenty Counters to each. 
A Frs is a Counter made in the ſhape 
ef a Fiſh, to diſtinguiſh it from the other 
Counters, and is r made to be en 
ten Counters... 8 
Tu next thing to be ſettled; is the 


Price of * Counters, which mult be ac- 
cording 


1 . Of Omar D 13 N 


cording to the Sum you intend to play for, © 


as a Crown, Halt a JA a Sling, or 


Sixpence each. 


Tu Deal is ſettled — * One Perſon 
taking the Pack, turns up a Card in the 


middle of the T able; and afterwards gives 
a Card a-piece round, and whoever has the 


higheſt Card of that Suit which lies in the 


mite, is the firſt Dealer. Another way 


is, by giving Cards round, and whoever has 


the firſt black Ace, d deals firſt. 


bee eck tet Heide 


of th the Manner of Dealing at 


Ombre. 


\ V., E have explained to you the Value 
of aFiſh; now you are to lay down 

one a-piece before the Deal begins. 
Ar TER the Dealer has ſhuffled the Cards, 


he muſt lay them down to be cut by the Per- 
ſon on his len hand, and then deal, by giving 


firſt to the Perſon on his right hand. 
Tuis way of Dealing is peculiar to this. 


| Games at all other Games you begin at the 


Taz. Dealer is to give, three, and three 


round, till he has dealt nine a-piece. Note, 
That if he ſhould by miſtake or otherwiſe 


give 


5:14 The Court-Gatheſter. 
give: the ns in — other nen he wil 

WHEN " — thus dealt, po th will 
be thirteen - Cards left, which he is to lay 
.down at his ri ght band. If yau' ſhould. all 
. paſs (which = happens) then every one 
is to lay down a lingle Counter, and the 
next Perſon deals. 

Punx Counters:laid down for your Paſſes, 
are not to be -mix'd together; but every one 
lays his own juſt before himſelf; the Reaſon 
of this is, that if there be any wanting, it 
may be decided - without any difpute, who 
has omitted laying down. 
Svrrosr the) Perſon. at the Dealey's 
waht that is, the : 7 705 Hand, has a good 
Game, he asks thi "Queftion, Do you give 
me leave, or do you play without taking 
1 = If chey have god e they anſwer, 
Pa | 
Tur x he diſeards two, three; or more 
Cards, according to the Strength of his Game; 
and taking up the Remainder ef the Pack, 
he ſerves Himſelf with-as many Cards from 
thence as he had laid out: then laying his 
Diſcard at his left hand, where the Pack 
lay before, he places the Remainder in the 
middle of the Table, {till remembering to 
name the Trump before he takes in. 

Tf meaning of this Formality is, that 


a * the Cards lie at a. Man's geſt hand, 
you 


— —— —— 7 
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you .know,.by. that; a is to play ert, 
and t @ be, the next Neale 

Ir in dealing the Cards, thee; happens 
to be one faced,” the Dealer is to go on with- 
out interruption; unleſs it happens to be a 
black Ace, in Which Caſe * 1s e to 
deal again. 

Bor if the Dealer ſhould turn one ofabe 
Cards, then it is at the choice of him it be- 

longs to, either to receive it or make him 

deal again; unleſs it is a black Ace, then it 
is a Rule that the C 0 be dealt a- 
ain. ft zie, 

« Ir there happens to \ be a great many Cards 

boned, they . mult be dealt again. 

Ir the Ombre plays Sans-prendre, and chere 
happens to be a Card faced in the Stock, 
the Deal is to go for nothing. 

Ix the Dealer ſhould give ten Cards, ei- 
ther to himſelf or any other, he muſt deal 
again, if they demand it. 

Bur ttis otherwiſe in dee of the 0- 
ther two fur they may play, 'tho they have 
ten Cards dealt them, provided they declare 
it before they take in : in which caſe they 
are. obliged to lay out one Card more than 
they take in; for if they have ten Cards at- 
ter they have taken in, they are beaſted, and 
ſo they muſt be likewiſe, if they ſhould take 

in pn declaring they .have ten Cards. 


As 
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As to thoſe ho paſs with ten Cards in 
a Hand, tis differently played; with 5 
it is a Beaſle, with ſome it is Hot. 

WurN a Man at the fight of his Cards 
ſors nothirg good in his Hand, he is apt to 
examine no tarther;* therefore think it a 
little ſevere to be beaſted only for not tellin 
wits Cards ett OHSS. 951) 11 TUR 
Ik Spaniards play iv Wich lo inusb⸗ Se- 
verity; that if a Man ſhould ſay, I bade ten 
Cards, I paſs, he is beaſted ;- Ayr we play 
more like Chriſtians. 

THEREFORE the Cuſtom. is now, and 
think it is the moſt equitable way, that a 
Man is never beaſted, unleſs he hay ten Cards 
after he has taken in. 

Ir the Perſon that has ten Cards dealt 
him, has a mind to play Sans-prendre, he 
muſt ſhuffle his Cards, and one of the others 
ſhall draw one of his Cards out dt hazard, 
_ lay it amongſt thoſe which they df 
"CA 7 1 C1 
Tur Rules we have laid: down for ten 
Cards, are the ſame with eight, becauſe the 
Reaſon is the ſame. 

H that has but eight Cards, and would 
play Sans prendre muſt win with eight: Cards 
enough for his Game: If he takes in with 
eight Cards, he may take } in one nn, more 
than he Jays l.. 
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aa Eü 
of. the Manner of Playing 


Sans-prendre. 


70 pla ae is to play with- 
out diſcarding; for which you muft 
have a Game, by which you may propoſe to 
win five Tricks. 

| Ir the Ombre wins his Game when he 
plays Sans prendre, he is to receive three 
Counters a- piece from each of the others. 

Ir he loſes it, he muſt pay them three 
Counters a-piece, for in all things there muſt 
# an Equality between the Loſs and the 

ain. 

OsszRvs that . PRES a the 
Matadores maſt be asked for, before the 
Cards are cut for the next Deal; for after 
that, no Demand can be made. 
Bur tis otherwiſe concerning the Beaſte, 
"which may be: demanded at any time, while 
you are playing the next Deal. 
Tux Meaning of this is, that the Beafte 
belongs to the Board, and the others are 
paid immediately to the Gameſters. 

: Ir it be the eldeſt: Hand that plays Sans 
prenche, he only names his Trump, and the 
reſi make their Diſcards, as we have —_ 
ore 


= 


18 The'Coutt-Gaineſter. 


out haniitg the. Calour. .. 


Ir the eldeſt Hand mould 44 bel Ge 


ſtion, Do jou give me lende? and one of the 

others intending to play Sau: prendre, anſwers, 
No, yon muſt - do more in this caſe lie is nt 
allow'd to diſcard, but ſtill has the preference 
of playing Saus: prendre, as being firſt. 


Bur if the Eldeſt paſſes — 


he WhO anſwered him is obliged to play 


40... 

Ir one «ſhould name his Trump without 
-firſt having ask d leave, he ſhall! be 1 
to play Sunn prendre, tho he 4 not 
1 tend at. - 2. B13 HOY YETI VIII J 1 

Bur this Severity does not reach to the 
youngeſt Hand ; becauſe the other two mult 
. before it is his Turn to ſpeak. 

Ir before the eldeſt Hand — ſpoke, either 
* the other two ſnould diſcard, and without 


asking leave, name a Trump ; if he has not 


ſeen hie Cards, the eldeſt Hand may oblige 
him to Play y Sani-prendre, or keep hs: -prete- 
rence of playing fo himſelf, or ae ask leave, 


as he ſhall think fit : if he has ſeen the Cards 
he takes in, he may either oblige him to play, 

or have the Cards dealt over again; for the 
* r e muſt not loſe 771 Der n 


fore. If he has an Infallible Game, as for | 
example, five Matadores.; he may ſhew them 
upon the Table, and chat is W g with- 


a 


f Dν RE 


1 EN the Ombre 5 8 833 
it is very eaſy for Te other two to 
diſcard : 8 is firſt N ht or 
nine; bur thole that underſtan ame, 
take care to diſcard ſo, that the Game ſhould 
not be divi 
4 Tee Xen the Ombre, does bot 


ploy, Sap er andre, h liſcards. 1 
im oug tte go to. 
Cards 5 has a Matador res, or e 


. e 5. with Kings. 
Wuar I mean by going to the 1 55 
10 P he ought todeave at heaſt ive Cards 

1 taxes aſt; > deres, he. il 

5 all, viding, rh "Trumps; which is 

— 4 way . of tice "= ame to. the 
Tux it lies upon the EO of 

him who diſcards next to Ombre, to judge 

Whether. 55 has a Probability of winning 

* 


three or four Tricks; otherwiſe he ſhould 
5 oe { Toms o {Fe eſt as, I. 5088 a 


tore. 


* 
. 
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TnERE TORE I do not think a Matadore, ¶ to 
without any other Frumps, or Kings, a Pre- 
tence for taking in a great many Cards: when w 
this happens, the five Cards ſnould be left to 
him who is to diſcard laſt. 10 ſt 

Ir is to be conſidered, ohes the two Who m 
play againſt the Ombre are in the Co Condition, of Wl x: 

artners at Whisk, and are to aſſiſt each other n 
all they can. 3s CANNOT a 

F S1 before, thir * ho goes to the 
bottom of the Cards ſhould propofe to win Nc 
four Tricks; I don't mean by this, that he If 
ſhould have four, as ſyre Tricks, as if he ! 
were Ombre, for that ſcarce ever happens: : all 

that I mean, i if he has a good Aj Pearance; ( 
for th third Perfon is to afft Þ in making i ( 
tlie Grd of his Kings, and ring” the ; 
"Trumps of the Omlre. 

Ir the Ombre does not iy Sanz-prendre, 
he diſcards firſt, the Perſon upon his right 
next, and ſo the third; if he plays Sans 
| pr rende, the Diſcard i Is to begin at the” right, 

4% on. 8 e 5 
I. 5 eg is no ee had to 
the eldeſt Hand but after the Ombre |; ir goes 
on to the right. 

THz Ombre ſhould he very Archie in 
1 obſerving how the others diſcard, and 
wh remember which of them takes in moſt 
1 Cards, for he may judge by that where the 

Strength of the Game againſt him lies: * 
this 


als. eau >» ad 
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this caſe, if he finds he is not ſtrong enough 
to win five Tricks, he muſt endeavour to 
give two Tricks to kum wham he judges, the 
weakeſt of. the two. ' | 

Ir after they have all taken in, there 
ſhould be a Card left, .he who diſcarded laſt 
may ſee it, if he leaſes; in which caſe, all the 
reſt have. the j <4 liberty: but if z 6 does. 
not, and either of the — two ſhould look 
at it, that Perſon is beaſted. , 

Ir one of the Gameſters ſhould take in a. 
Card more than he lays out, he is not beaſted 
for this: if he has not look'd at his Cards, 
he is to return the laſt Card. 

Ir they are mix d with the reſt of his 
Cards, one of the other two ſhall draw a 
Card at hazard out of his Game, and put it 
into the Stock. 

Ir he ſhould take one too few, it is much 
the ſame thing; if the Stock is ſtill upon the 
Board, he may take a Card; if they are all 
taken in, he muſt draw one by, chance out of 
Rd <4; ns 575546 


07 


pp The — 


"Fit" fi 


ging the, 


- } "HEN all 1 TY dcarded hs edel 
VV Hand plays firſt. After that, who- 
PLANET þ the laſt Trick, plays next, as it is 
practiſed at all other Games. 

Ap as I obſerved that 500 War at --this 
Game contrary to all other Games, lay 
ſo too; the Play always takes its 5 from 
the R e 

Ie you! have not a Card bf: hut Suit Which 
leads; you are not oblig? d to play 4 Trump, 
but'you may do it for the Convenience of r 
your Game. . 1 

Wu N. one of choſe that lefend the Stake 8 
demands Gano of his Comrade, he ought to It 
give it him if he can t 

Tur Meaning of Cano is, Len it: Safe fi l 
that he who demands Gans; may be fu poſed 
to have the beſt Game, and the e = 
pals the Trick to him. | [ 

Fox example, If the Ombre ſhould play 
a Spade, and one of thoſe that defend the ¶t 
Stake ſhould play. the Queen, and ſay Gano, f 
or Gano del Re, his Compade ought not to WW ? 
play the King; but in this caſe he ought to Il ? 
have a ſmall Spade in his Hand, otherwiſe 
he muſt play the King, * the pain of WC 
being beaſted. Ir 


10 


0 


you do not anke a Renownce: ' 


Game to know the Number of Trumps, and 


1 : - 

d 7 * : : 
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1+ aſter one has call'd Cana, his Comrade: 
ſeems to heſitate, or make a difficulty. of 
it; he may call to him three times. very ear- 
neſtly, T no mas Cano fi ſe puede; which is, 
Tou muſt let me have it if you can. 

Ir muſt be obſerv'd, that the Formali 
of the Game is ſuch, that no Terms m 
be made uſe of but theſe; all Words cher 
are equivalent are forbid: but Gano muſt 
nerer be demanded, but to defend the 
Stake; for he that ſhould call it with a de- 
ſign to win Codille, would be anſwer'd in 
Spain, No ſe deve por Dios; which is, I is not 
bot by Gd. 

WEN one of thoſe who defend the Stake, 
ow his Hand upon the Board in deliver- 
ing his Card ; it is to be underitood as a 
Signal to his Comrade to play a high . 
to force out the Ombre's Trumps. Note, That 
this is not held warn. for this Came al. 

lowS it. 

baz z if a Nn play d out of * 
turn, he was bealted:;-but;at preſent: it is * 
ſo, unleſs it is fo agreed. 

Ir you ſhould ſeparate: ane Card from- 
the reſt of your Game, ſo that the Ombre 
ſhould ſee it, he may, if he; pleaſes, oblige 
you to play it; provided that in playing it 


As it is of great conſequence in this 


how 
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how many are out; every one has the liber- 
ty of examining his owh Tricks, and thoſe 
of others: This is permitted on all ſides, as 
often as any ſhall think fit, tho there be no 
Trump played. 

Ir the Pack ſhould not be true, the 
Game goes for nothing, if it be diſcover'd in 
playing the Cards; but if it be not found 
out till after the Game is played, it ſtands 
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0 the Beaſte. ES 1 


H E Beafte is made 9 he who 
undertakes the Game (that is to ſay, MW 
the Ombre) does not win. {| 1 
>To win the Stake, the Ombre ought to 
make five Tricks. a7 15 

- Except five Tricks are "divided: WH 
his two Opponents ; that is, when one wins 
three, and -t'other- two; in this (caſe four 
Trieks are ſufficient. 

Hx is likewiſe beaſted, who, plays with 
more or leſs than nine Gards. : 

A Man is beaſted that WE ok a Rev 
#0unce ; but it is not a Renounce, when one 


by ſurprize has thrown down a wrong Card 
upon 


upon the Table: even when the Perſon who 
wins the Trick, has play di abit for d ſe- 
cond Trick, if he has not foſdech up. the flrſt; 
he who playid wrong; may recover his Card, 
and play again; but after the Trick is fold- 
ed up, it is too late, and he muſt ſubmit 
to the Beaſt GS. . 
Wurm one finds out that another has 
Renounced, and that it is a Prejudice to his 
Game, he may oblige __ one to take 
their Cards back, and play bver agtin, be- 
ginning with that Frick where the Re- 
nou ce „ ett enen ene (907 202 
Bur if the Deal be finiſh'd, the Cards 
muſt not be play d over agaium. 
Ix one ſhould ' Renounce ſeveral times in 
one Deal, he ſuffers a Beaſte for ererNν RG 
were 5 2h 0999 246 en en 
A the Benſtes that are made in ons 
Deal, muſt lie together upon the- Board; 
and be play d for the next. l 4 
Ir one ſhould be beaſted for playing With 
ten Cards, and the Ombre for ot Winning 
his number of Tricks; theſe are. rwo'Beaftes, 
which with the Stake upon the Board wake 
three Stakes: and they are to be laid toge- 


„ in 236) 


ther, and play d off the next Deal unieſs 


ef! 


che are ſeparated by agreement. ©! 
Hz that makes many Beaſtes an one Deal, 
2 put them all to one Stake” if he pleaſes, 
d the others cannot hindert him. 
311 4 C Hz 
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Hs that in; taking his Cards from the 
Stock, ne by letting a Gard drop; or o- 
thegviſ ſe, thew' one, is beaſled. . 1 110 

Dee that all * 
of Whatever Bature they are; bed 
rbecſame velue with that which the Om 
is to take up, if he wins, whether it conſiſts 
of dne, c er more Fi: Therefore thoſe 
ri ho play with Cautibng tale 

re of fſuffering by. Querſights; and aſrei 
— take; in che Cards from the Stok; al 
ways tell them before they look at them, 
leſt they ſhould have more or leſs than 


nine. 211 2.11 ini Sd at li 17 


Opcunyn alſo, that bbe- Fricke nay. be 
variouſly divided, according to Which one 
either ſaves or makes a Beaſte: i ,'- 

THERE are but two Ways for che Ou 
bre-to win, which we have pole of already: 
now we are enumerating how N un 
he may loſe, or be beaſted. - 

{/W nzx:;; the. Players win have Tricks! a- 
piece, the Ombre is peaſted and this is What 


bb Gundlach Remiſe by three 


Wurm the Ombre wins four Tricks 
and Obe of thoſe rhat defend four Trick 
the Omlie is likewiſe beaſted; — rhis 3 
alſo call'd, 7 Riſpſe, x 
eſte. ( 5700. 1&4 a | 1 781 


e Ub n te "defends 
Stakes, ang has not Game by Winch 4 


a Al. iis. a 
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may almoſt depend upon - winding: at leaſt 


three Tricks, ſhould avoid winning above 
one; but aſſiſt his Comrade im getting 1 
Tricks, in order to beaſte the Onlre. 
Wur there are many Beaſtes upon che 
Board, that which was laid down firſt, is to 
be taken up firſt; afterwards that Which iS 
of the! higheſt Value. e 20789 v7 t ne 
Wurd the Oiubre — but four Tricks; 
end one of the Deſendants five; or when this 
Ombre makes but three Tricks, one of che 
others four, and the third two, the Ombre is 
beaſted; and he who wins more Tricks than 
the Ombre, takes up the Stake: and this 18 
What is Called winning the RE of N 


we ſhall treat 3 ö ha 
el Or At 1401 144 1 
eee 
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is is when nor thoſe avhe 
defend the Stake, wins more 'Ericks 
than the Ombre; in chis Caſe the Ombre is 
not only beaſted, but he who nwinsColile, 
takes up that Stake, "which the arc "rg 
tor. Ae 93127 3.00 

Hr Who aſpires at Odile ſhould play 
with Honour, and us 1 obſerv'd before, no- 
ver 3 Cano, when he is ſute of utin- 
Ca nir g 
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ning four Tricks; but as there is no Penal- 
ty in this Caſe, all the Defence we can have 
againſt ſuch People, is to play with them no 
more. 
I.,x the Ombre could ens Cano, tho i It 
were to hinder the Codille, he is beaſted. 
| SOME, as ſoon as they have diſcarded, 
and ſeen the Cards they take in; if they 
find a very bad Game, will give it up and 
yield themſelves beaſted, in order to pre- 
vent the Codille: but this does not ſeem 
fair; and as it is no Part of the Game of 
oo there is no Rule provided in this 
Caſe: however, i it-is never done among thoſe 
| Flo would value themſelves uppn thi good 


- "THERBFORE in "uri I think there is 
but one Way of difappointing a Quill and 
that is, by good Play. 

Wren it ; hap that one of the 
Gameſters by © his © Play © may either give the 
Ombre his Game, or give the other the 
Codile, he Mould chuſe rather to give the 
Codile, and let the Ombre be beaſted : the 
Reaſon is, that when the Ombre wins, he 
robs the Board of the Stake; but in the other 
Caſe he lays one down, for'that which the 
Codille takes up. 

Ir he who aims at Codille, ſhould call 
Gano at his fourth Trick, when he is ſure of 


a fifth, he _ not to | draw the Stake; 


5 1 and 


4 , i v = 
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and upon ſuch Occaſions I have often ſeen 
-en it has been left ; but as I ſaid before, 


ve there being no Law for it, it depends ore 
10 i che Honour of the. Gameſters. 


0 AS 25 ER? a8 νν,,mu 
. 5 the Manner of Marking a 


d this Game. 


m e bebe, that a Fiſh is: ene-- 
of rally valued at ten Counters, or ſome- 
SW times twelve, juſt as the Gameſters pleaſe; 
le but this Variety can never puzzle any Perſon. 
There are likewiſe other Degrees of Coutts 
ters, ſome of which are valued at three 
Counters, ſome fix, Cc. which are con- 
trip d for the greater TR at. 
Play; but we fhall only ſpeak of 1 dbe ki 
and Counters here, for tis but ſeldom that 
any other ſort are uſed at this Game. : 
Wu you begin to play, eve one 
is to ſtake a Fiſh, placing it juſt 
him ; theſe are three Stakes, "which are to 
be play 'd for at three Deals: as for e 
ample, when the Ombre wins his Game, he 
takes up a Fiſh; if the. Ombre wins a ſe- 
cond Game, he takes up another; then there 
remains one upon the Board; the Perſon 
Who is Ombre” the third time, tho he wins 
C3 his 


30 be — 


his Game, takes up nothing, but plays to 
inrich the Board, and has only the Advan- 
tage of obliging the other two, to lay down 


aà Fiſh each, without laying down himſelf; 


{o that it may be ſaid he plays 8 the 


Proſpect of future Gain. 
— now we'll ſuppoſe it — — way; a 


as for example, if he that is firſt Ombre, ſhould 
be beaſted, then he is to lay down a Fiſh, 


| Which he is to place acroſs one of thoſe that 


lay upon the Board before: then it is call'd a 
double Stake, and will appear in this manner; 
ie fe 1 | 71 | 1 Of 

1 977 2 
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80 o if there ſhould be three ſucceſſ 100 


Beaſtes, there will be as many double Stakes, 


which muſt be all croſs'd as that above. 
Wu NEVIEI the Ombre plays for a double 


Stake, o he loſes his Cos. he is beaſted 


UDIC,....' 
5 EN ſeveral Beaſtes happen in one Game, 
we, have given 5 ns already how they 


be diſpoſed 9 
gp be f ult obſerve, that the ſins le Stakes 


al be 5 d off belore the double, in re- 
uber were firſt laid down. 
WuEN all have examin'd their "Cards, 


and no- body undertakes the Game, that is, 


when all paſs; every one muſt lay down a 
lngle Counter, and this as often as all pals. .. 


WHEN 
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Wut d the Paſſes | ihereaſe} and every 
one has a Number ef Counters before him, 
as many of them muſt be put together as 
will make a Stake, either ten or twelve} ac- 
cording! ro'the Value of a Fiſhy; and this' is 
ro be done as often ag the Paſſes inoreaſe to 


| ende ABN: lor a Stake. MIB. 77, 
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7292100 21 21 01 2956 
— UH one ſen gains; all the mine 
Tricks, it is called, ning the He. 
Puts Advantage of, winning the Vale, is, 
thar hex ho ig ſo; happy e ae fwerps 
the Board, let e be.jever ſo many Stakes 
upon it. baotb 03 vol he 
Bux, ſuppoſe there! is. but one $tak ae up- 
on the Board, either double or ſingle; in 
ahi Caſe, he who wins the Vole, gains —f.— 
ble what lies upon the Table. 4. 
As gfar example, if there be à Stake;.,of 
ved Fiſhes, and two. Cousters heforg each 
Player, which were laid down for the Paſſes, 
each of the other two ſhall pay; him who 
wins, the Vole, one Fiſh and three Counters, 


Which makes the Stake, upon the · Board dou- 


ble: but, as I ſaid before, if therq, be more 
Stakes than one upon the, Board, he; who 


0 C 4 wins 


wins the Vole muſt be content with them, 
without receiving ay! ching n che other 
two Gameſters. 

Ir many ; Beaſtes were made i in one Deal, 
which by Conſent, or by him wha made the 
laſt Beaſte, are put together, this is but one 
Stake, and he who wins the Fole, ſhall have 
it made up double to him * the other two, 
as was hinted before. 

Ir is very difficult to win the Vole, and 
therefore it ſhould never be undertaken but 
upon a very good Title; for he who once en- 
Sages in it, is obliged to 80 forward. 

Wu kx the Ombre has won his five Tricks, 
and plays down one Card more, without ſay- 
ing any thing, he engages for the Vole, in 
this Cale his two Adverſaries have the liber 
ty af Wiewing each ether their Game, 


conſulting how to defend it. I; 


_ = he who” undertakes the Vole ould wil 


carry, the other two ſhall divide between 


them what lies upon the Board, but he ſhall 
pay them nothing; on the contrary, if he plays 


Fan dir, or has Matadores in his Hand, he 
1880 be paid for them, tho he takes up p nothing. 
WIUIAT I“ ve ſaid concerning the Advan- 
age of winning the Yole, is not always fix d, 
for- ſometimes it is a great deal more; but 


that depends upon the Humour of the Game- 


ſters, and” according as they ns. to ir be- 
fore they begin to play. ” p "of 


. ” as 
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, N Sf & — EX 5 -— & 4 of # a w . : F a * 2 i 
* 8 © 
eee HAITI 
” , N , | 


Of the Continuance of the Game. 


Application, it is neceſſary to ſet 
ſome Limits to the Continuance of the Play; 
therefore the Gameſters generally agree 
beforehand how many Tours: or Stakes they. 
will play, as ten, twenty, thirty, forty, - 
more or leſs: after which, if any of them be” 
diſpoſed to leave off, he may throw. up the 
Cards without Offence. o nns 

Evrxr Stake you play, -you- ſer aſide a 
Counter to mark the Tours, and ſo on, till. 
they amount to the Number you agreed to” 
play; but you muſt obſerve that a Codille is 
not to. be marked as onen 

Arrzx you've played your Number of- 
Tours, you may go on tothe firſt Beaſte, and 
this is often practiſed; but if any of the- 
Gameſters ſhould refuſe this, you have no 
reaſon to complain of him. 4 
Ix one of the Gameſters, thro Peeviſhneſs 
or for any other Cauſe, ſhould throw up. 
the Cards, before the Tours agreed upon Are 
played out, he: is obliged to pay not only his 
own Loſings, but likewiſe what either of 
the others loſe, and the Cards. 4 

TR "" "ES Tazss: 
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. Trxzsz: Rules are always practiſed a- 
"Perſons of Honour but when a Man 


finds himſelf engaged with two 8 it 
be be ng wonder if he meets with other. U- 
age. 


0. the 4 aeg güne thr ; mo 
be — 


TOTHING - puziles. Beginners: fo 

much, as to s when they may 

venrure to play, and 'wheri they Thould 

To remove this Doubt as much as we 

2 1 have marked down here all the ſmall 
Games which a Man may venture to play. 

Fur general Rule is, that to undertake 
the 8 a Man ſhould have three ſure 
Tricks; for the” moſt that can be expected 
from taking in three or four Cards, is to 
win two Tricks more; and às I have before 
obſerved, for the generalit y you muſe have 
five Tricks to win. 

Bur when a Man is perfect Maſter: of 
the Game, and can by his Addreſs manage 
it ſoas todivide the Tricks between his Adver- 
faries, he may venture to play a bold Game. 

HRE is a Detail el the ſmalleſt Games 


cha can be played: Wen begin with the black 
Colours 


obfer t ta yo that 


a9} D 
Colours, Clubs and Spa 
with che three Alugchre 


u PNF 5 
des; but Eſhould firſt 


you are always to play in any Coloux, phere- 
tore it is needleſs to mark them douche a 


Game. aA N 


1 
us A 


Games in Black which may be played? 


* . , % 
— - 


| 
Magilh, the Duc, || 1p ie, The ee 
Baſto, the Ace = | pades., 1 
Clubs. | 415 } | Baſta, the Aeg of 
King. 2 | Clubs. * 
A ſmall Trump. SI 
l A (mall Trump 
DINE 
Sadie, = Ace of | Spadile,rthe FO of 
Spades. 25 N Sp ades. 8A 
Mazille, the Dace. Manille, the Ducd. 
King. N 1 Trump A 
A ſmall Trump.- T | 2 Trumps- v 
* A U. 
A & ik 
Spadille, 4 Ace of Manille, the Duce. 
Spades. Balto, «rhe Ac of 
Raſa: tht: Ace of 23550 © dg Hog 
ot ubs. gov vids 4d Len. : 11s nan 
Queen 426 CEF Tran Tacks 
Seven. 111 122 NAT 
571 10 E a 20 9d TH e 
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raft biuodd 7 


Bu, 2 A of 
ubs. 


5 10 


Manille, tlie Duce. 
Baſto, the Ace of 


| Seven. 


Six. 
Five. 


| King. 


Four. © 


adit, f th Ace of 


Froec 
Four. 


Three. . 


10 Pant are bender of, e ee 
upon the Cards, but it is i to enu- 
merate all: however, by theſe you may judge 
what Games q ou may venture to go u 
Tak notice, that all the Cards name 
muſt be of the ſame Colour, except the black 
Aces. Or- 


191 Gf Os Kr 


3 


OssERVR, that a King is never to be put 
out, tho of a different Colour, gy it 8 held | 


ro be better. than a ſmall Trump. 
Games which may be played i in i 
A 
Sadille, tho hes of | Bafto, ohe Fm 77 
Spades. Clubs. 
Manille, the Seven. Manille, the Seven. 
Punto, the Ade of Panto; the Ace of 
1 in — Trumps. 
I Trump 1 Trump. 


i 


Sadille, * Ate 1 — the Ace of N 


* hos of 
Clubs. a 
Punto,” the Ace of 
＋— 2 * 


18 


_Spadilte, the Ace: of | 
Spades. 


71 


Manille, Then Senden. 


ANnaue Ra) 


0 


|. 


Spades, 
Manille, che Seven. 
2 


0 8 

Spadille, the Ace of 
Spades. 

Baſto, the Ace of 8 


Three. 
A King, 


| 


* ail Clubs. 3/1 


King. 
Queen. 
Knave. 


7 Baſto, 


* The — 


729 50 72 7.1 et 211g 2 10117 38420 
Fre the Ave of + Manille, the Seven. Il : 
Clubs. 77 Punto; the Ace of 
Punto, the Ace of Trumps. 
Trump King.. | 
l Queen. | 
Dues.” © _ !} Anave: : | 
l A of „Wilde | 
„ | 2/340 | 
, OP and | 10 WW 
Maniſe, the Seven. | Maxilt, the Sen, 
Baſto, the Ace of | . Baſto, the. _ of 
Clubs.] 11 Clubs. Iertur Wh | 
King. Knave. 
Ween. 1 'F Duce. 
| 


Four. oP : 


1 1 | 
1 x, 4 | 
141 % ” WT * | n Fs : 
: ö — 1 1 mPps - ) hs W. ce. l Three. 744 Wi 
8 . Je. | 
| 1 
5 
1 


Note, haz rhe Di 
Sßpadille, the Ace | to ed, have 
Spades. given gr, ; playing 


Baſto, the Ace of in Blackgarei to be 
Clubs. | | obſerved when 
Je. IQ play im Red; the 
I Mn. I with „this Diffe- 
A King. I rence, 'Thav:asthere 


20, 083 NN are mare. Hrumps 
in Red chan in Black, your Game — 
ſomething better When you play in Rea, 
becauſe there ate more againſt youu": A < 


> 5 Os- 


* N : O | : "or „ —_ * 7 " | a a * 
BR 1 . ; 2 N N. gs * 
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Oss ERVRE, that the Games we have 
mark'd here, are the ſmalleſt that can be 
play d upon the Cards. There are an infinite 
Number of good Games, which We think 
needleſs to reckon up, becauſe we ſuppoſe no- 
body will heſitate at! a good Han. 

You mult: obſerve likewiſe, that 8 
muſt have a better Game when you are to 
play ſecond, than if you were to lead, or 
play laſt; for when you are thus hemm d 
in, you l find it very hard to diſengage 
yourſelf, unleſs you have a. good Game: 
This Diſadvantage you'll loo” find out by a 
little Play. »:;; 

Trvs we have drawn you up a Set ol 
Games that may be play d with diſcarding : 
Now we ſhall ew another 8 which may 
be play'd Sans prendre. 


Games in Black, which may be play 'd 
Sa ere A 61 N 


| | 
Sadille, hs Ace of Spadille, 5. Ace of 
pades. Spades. 
Manille, the Duce.. Manilie, the Duce., 
Baſto, the Ace of | Queen. 


Clubs. Kuave. | 
King. Iwo Kings. 
1 Trump. ä A Renounce. 
A Renounce. | 


3 Sa- 


— 
by —ä— — 
. FEE — — —y— — — — —ę— 
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yy ti: 2 
Hall, the Abe of 
Spades. 
Mazille, the Due: 
Baſto, the Ace of | 
O 
King. 7 
— * 


5 


Baſto, hs: Ace of: 
Clubs. n 


Maile, the Duce. 1 


_— : OF pool” iT | 
Baſto, the Ace of 


Clubs. 
4 
Queen, © 


Knave. | 

———_— 
Six. ne 
A King. . 


1 * 133 ; | 
$j3% + & 
Facile, the Ace & | 


ES. 


15 
Munile, the Duce. 


| Baſto, the Ace of- 
977 Aubsl um 


* Ter Tar., 


A Renounce. J 


27 
: 5 


Mank, the "ROM 
Baſto, the Ace of a 
Clubs. e 
age 
Three Traps: 

gary manner 


— 


Sadlile, 35 Ace of 
Spades. 
King. 


: 8 =Y 


2 
1 


Manilee, 2 Duce. 


King. 
Queen. 
Knave. © 


| Seven, 


Four: 


A King. 


A Renounce: 


Games in Red, which "mY be Way. 
ek! bs San. en | 


1a l he 1. of 
Spades. 
Manile, the Duce. 


Baſto, the Ace of 


Clubs. ch 


3 
| Gall, the Ace of 
Spades. 
Manille, the Seren 
Punto, the Ace of 


6 Oueen. 


= 
A Ki 7:34 
i S * 0 
* 
I #3 
« a 0 4 4 


n che Ace act | 
Spades. 
Manille, the Duce. 


Baſto, the | Ace. af 


EYE 4 
Manille, the Seven. 
| Baſto, the Ace of 


Clubs. 


Knave. 
2 Trumps. 


5 Baſto, 


% — 5 
= 
r ng 9 © a 9 ® 
— 


_ 


* — — 
21 9 - l 
. OKLA. AA. 
\ 


* * ry 
r 


ing all my Directions, let a -Perſon- 
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6 
Baſto, Fs Ace of ls the Ace 0 
Clubs. * 8 * 
Punto, the Ace of | King. 5 
Trumps. n A | Nenn. 0 
3 Trumps. N D EKnave. : 6 2 
A King. I Duce: = 5 
A A guarded, Three. = 
. Six. ak 4 
T A King. 
b'yslq od yeto Go de ai ance) 
; 7 | N 82 8 
Manille, the Seen. Pg, the-Ace of 
Spades. 


Baſto, the Ace of 8 
Punto, che as . 


2 Trumps... be 3 
3 Trump. WL, 

A King. x 2 Trumps. 7 
| 1 11 Wy * 7 
A Renounce, „A King.” x i 
Queen guarded. : 


A Goep Player will venture to play 


Punto, the Ace of 


upon a weaker:Game when lie is to lead oi 
play laſt, than When he i Is teconds as E ob- 


ſerved before of Diſcard ing 


Now I have laid —— all the Rules 0 


the Game of Ombre ; but noetwithftand- 


play 


with ever ſo much Jud ent and: Cad on, 


he will often find himſelf diſappointetl 2 
af v4 2 | $ 


= * 


| 
f 
l 
| 
( 
| 
| 
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his Game; for Fortune will haye a hand in 

fmall things as well as great, fo that it is 

not to be expected that the beſt Gameſt 

ſhall always win: you may loſe upon 

very good Game, hen all the "Trumps 

that are againſt you, fall into one Hand; - 
on the contrary, - when, they happen! ae 


divided; you may win a very ſmall Game. 

I once ſaw a very good Player that loſt a 

Game with four Matadores and three Kings ; 

ou muſt imagine the Cards mult be very 

rangely : diſpoſed; for it happened that 

of eight T'rumps which were againſt him ( 
ay eight, for he played in Red) were all in 
of WW one Hand: ſo that his Kings being all 
numped, he won but four Tricks 
x I Thinx I've ſaid all that can be {laid 
upon the Subject of Ombre; Le laid down 
all the eſſential Parts of the Game, ſo that 
ay Perſon may teach bimſelf to play, WhO 
will take the pains to peruſe this Book. But 
as there are frequent Diſputes ariſe at Om- 
bre, and People are ſeldom ſatisſied with 
the Judgment of the Standers-bus I: harr 
placed at the end o this Treatiſe a Table 
of all the Rules and Articles of the: Game; 
which will decide all Difputes very impar- 


tially. 19,0 ift et 2 flu 
ſpeak of the diffe- 


Now ve are only to 
rent ſorts of Omi. fs oe 
ant 7 5 nets ger + 


. * . « * # 

7 4 .- : 1 90 99 * . * - 
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eee, 
of Force Wenne or El "— 


Urs Darien & 3 at Onde n may 
1 be diverting enough where People play 
ort nothing, becauſe Beaſtes happen almoſt 
continually, and the Codile is often won 
when tis leaſt expected; but where People 
b for Money, tis quite diſſerent: for On- 

e, Which is a Game al Art and Jude 
when ir is thus played degenerates into a 
Game of Chance, and Conduct can be of no 
uſe to a good Player, who finds pe in his 
Hand very ill artende. 

Ix is plays like the Game at Ombre'we 
have deſcribed ; every one {peaks:in his turn, 
and"if; all-pafs, then he Who has Spadilſe in 
his Hand is obſi ged to play, let his Game be 
ever ſo bad: therefore when, the others have 

{s'd, he has nothing to do but to one his 
rump, and to diſcarxe. 
er he who has Spadille may 
if either of the other two will ta 
of his pain; and play; if they do not, he 
muſt, as is ſaid before. 
Wu x all paſs, and no-body ons Spa- 


dille, the Cards that are left muſt be exa- 


min' d; and if it be not in the Stock, n * 


5 6050 
te him out 


„ 


TL VV > A 
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be in ſome Hand: in this caſe, he who has 
it, and did Bot own it, incurs à Beaſte, and 
the Deal is not to Be played, becauſe the 
Cards were ſeem: ' n. 

Tris is all that « can be ſaid of this ſort 
of Ombre, which is ſeldom play d for Money, 
becauſe indeed! it n the Pane: 4 


oY of Galcarille, | 


"HIS is a new Way of: playi g at On- 
bre, and is ſeldom practiſed but where 
People play for 'Trifles.' The Method of it 
is thus: When all have paſs d, one Perſon 
declares to play Gaſcarille; then that Perſon 
lays out eight Cards, and after having taken 
in and examined his Game, he names the 
Trump of that Suit in which he | is the 
ſtrongeſt. > 29530 
SounrINAs he who n Gaſcarile lays 
out all nine; and obſerve, that he is obliged 
to lay out at leaſt eight. 

Ir he wins his, Game, he is to receive 
three a- piece for Gaſearilte ; if he loſes it, by 
pays them three a- piece. 5 

HE pays, or receives, for Matadeies, as s at 
the other D of Ombre. 


* 


Of 
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Se 
of the Whim. 


1] Hils f is another odd ay of Ay at 
Ombr I jo ſeems 5 intended "he 

Variet y-lake;. it is thus: 

Wars” alt have Paſs 24,” one "declares to 
y the him ; that Perſan i is to turn up the 

Top-Card of the Stock and Whatever Suit 

that happens to be of, is his T "Ds and he 


| is obliged, abide by h/ 1 


TEN he fea hs,” and. * in * 
Number he pleaſes, and, ie Card, turn d up 
winden of them. od N 

TRE Perſon who dig thus, if he Wins 
his Game, receives nothing for playing the 
Wim, nor pays any thing if he loſes it. 

'Hu pays, or receives, br dab 
rhe other Games of Ombr — 


re Tr Do rr Do er ren 
of Ombre played by Ti 790. 
O may be played Wedel andy 


Two; but it is a Way of Play chat 
has very little in it to ditert : Nevertheleſs i 


is ſomerimes played for want of a third Per- 


ſon, 


{t 


— 
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ſon, and when Peo E don t know how to 
diſpoſe of tliemſeltes. It x may be of ome 
iſe 6teach Beginners: how-to  difear” and 
play the Cards. copay 
Ir is played exactly 1 in the ſame manher 
with the other Ombre. 
FirsT you muſt take an tote! Suit out 
_ of the Pack. either Diamcnur or Hearts, it is in 
different which then thitte will Fern thirty. 
o ov are to deal eihe' Cards A piece, 55 
1 ginning with three and three, And laſt of alt 
wich two a-piece: When this is done, there 
vin remain twelve in the Stock, out of which 
che Ombre is to take as many as he pleaſes, 
at ¶ the other may take the reſt. 
Wars the Frump is hamed} 7 you! are paid 
for Matadoves; and lay down for your Paſſes 
here as ybu do at tbre with « three, and in 
e exery reſpect it 1s juſt. the ſame. 45 
Tut Ombre is to Win five Tricks to gain 
ar the er: ＋ ricks are 3 hs 


>; 
| cnqtneta omen 
| © Of Obie played by Free. 


* Olea ayed by T ive is very en- 
tertaining 8 cis played as it N 
be: it is different from Omlre by Three, i 


3 
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many things ; and ſome think it more enter. 
taining, becauſe it does not require ſo much 
ee The Manner of Playing; it, is 
as follows: 

Fixsr you are to ſettle the Deal in the 
ſame manner as at Ombre +6 Three 3 3 then 


Dian, 12 Cards are 8 eve on 
fpeaks in his turn, the eldeſt Hand firſt 
0 On. Aas 
1 leave at this Game, i in the oa 
manner as at Ombre by "Three ; and, tho there 
are no Cards left to take in, the Term Sau 
pr endre is uſed, which Ve. ſhall, explain Pre- 
ſently. 
Ir the four firſt WR 3 e Hand 
5 4 to Play, tet his Seb ever ſo 
Tr 'Ombre ; is obli od to win 'five Tricks 
otherwiſe he is 23 
Tus hen the Cards are dealt, and 
one upon Examination finds he 3 17 
Game, he asks leave; the reſt p 
names the Trump, and alls f 4 55 
| his af aſſiſtance : the Perſon who has the i 
in his Hand which he calls Up, is co 
him like a Partner. 1 
F 


m3 it 
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Ir betwixt them both they can make up 


Fre Tricks, the Ombre wins; then he takes 
wo Fiſh, and the Auxiliary King takes 


OOO RIO 
Ir the Number of Fiſh to be taken up 
ſhould be even, they are to be equally divi- 
ded betwixt them. be | 
Ir they win but four Tricks, it is a Re- 
iſe; then the Ombre is to lay down two, and 
he Auxiliary King one. | 
Ir they win but three Tricks, they loſe 
odile ; in which caſe the three Detendan 
Ire to take up a Fiſh each. 3 
Oss RVE, that the youngeſt Hand, who 
as I ſaid before) is obliged to play when the 
eſt have paſt, may call in a King to his 
ſiſtance. = TA ; 
Hz who has a Game ſtrong enough to 
play Sans-prendre, may name his Trump after 
hoſe who are elder in play have ſpoke. 
To play Sans-prendre is to play ſingle, 
ithout calling in a King to your aſliſtance. 
HE who plays wg me; muſt alone 
in five Tricks, or be beaſted; and obſerve, 
hat the other four are all to join againſt 
um. | : 
Ir he who plays Sans-prendre wins, he is 
0 receive three Counters from each of the 
hers, for playing3Sans-prerdre; if he loſes, he 
Jays them as much. Wa” nk | 
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Ir he has three Matadores, he is to recers 
three a-piece from each of the other Game. 
ſters; but if he ſhould have five, ſix, or { 
ven, he is to be paid for no more thay 
three. 

OssER VR, that the Ombre is beaſte 
when he. does not get his five Tricks, thy 
the reſt of the Tricks ſhould be ſo divided 
that none of his Oppoſites ſhould win mor 
than two; and it is the ſame when 
Ombre plays with the Aſſiſtance of 
King. 

Wu the Ombre wins the Vole, he take 
all that lies upen the Table, ler then 
be ever ſo many Beaſtes, and he is to 
ceive a Fiſh from each of the others for tht 
Vile. 
| Ir has been ſaid before, that when 50 

in to play, every one is ro lay dow! 
Pic which in all e five Filkies ; he wii 
is Ombre the firſt time is to draw but tt 


CR, —— f a ) 2 uy 


and leave three for the laſt Stake. : 
Ap when I ſaid before, that the 0 
bre who plays with the Aſſiſtance of a King 
was to draw two Fiſh, and the King on 
it was ſuppoſing they played for the laſt Stabe © 
if for the firſt, they are to draw but ol d 
a- piece. h 
Oss ERV, that when the Deſen e 
dants win Cidile, and there are four or f g 


Fiſh to be raken up, they muſt firſt tak 
on 


| | 
. 1 
oO 4 l 
+/Of: OnmaRE- i a4 
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one a- piece, then he of the three who had 
the ſtrongeſt Trump takes up another. Jt 
after this there ſhould remain another, he of 
the other two ho has the beſt Trump 1 
take it. 
Ax becauſe this Game is very quick, 
and a great deal of Money may be loſt; in 
Companies that are not diſpoſed, to play for 
much Money, they lay aſide their Fiſh, and 
only uſe their Counters, and lay down two 
or three Counters for a Stake juſt as they 
agree. 
Wars the Ombre with his Auxiliary 
King is beaſted the firſt time, and the De- 
tk win Codile, they are to draw one 
a- piece; yet the Ombre with his Partner 
ſhall be beaſted but in two, that is, one a- 
piece, which ſhall be added to the two that 
_ and be played for ationce, the next 

al 

WHEN the Ombre, who plays wah .the 
alſiſtance of a King, wins the Vele, the De- 
ſendants ſhall pay him a Fiſh a- piece, if 
they play with Fiſh; if not, ten Counters, 
unleſs they otherwiſe agree: And i in the caſe 
of a Vole, if the Number of Stakes to be 
drawn is unequal, the Auxiliary King, ſhall 
have the Benefit of the odd one; but in all 
eſencaſes except that of a Vole, HR" 4 odd or.e 
r fi goes to the Ombre. | 
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'Tnz Vole may be undertaken without 

any Hazard at this Game, for he that fails, 
incurs no Penalty. 

Tur Ombre is always beaſted as much as 
he ſhould take up if he were to win, except 
— the caſe of the Codille, Which we hinted be- 
ove | 2H 

MartanroREs are not paid niet they 
are three, nor then if they are not in one 
Hand: If the Ombre has — he is only to 
be paid for them, and the King his Ally re- 
ceives nothing. 

Ox the contrary, if the King has then 
he is only to be paid, and the Ombre is to re- 
ceive no part of the. Profit. 

Arp by the ſame Rule he who has the 
Matadres, when they loſe the Game, pays 
the Defendant, and his Partner | is to bear no 
ſhare in that Loſs. | 

TE moſt entertaining Part. of thus 
Game is, when the King who is called for 
affiſtance, does not diſcover himſelf; this 6 
puzzles the Ombre, that frequently he favour 
another for his own King: his Miſtake ſome- 
times is not diſcovered till the end of the 
- Deal, which proves a great Diverſion where 
People are not much concerned for the Stakes 
they play for. | 
Hs that has the King called upon, when- 
erer he is to lead, ſhould play Trumps ; and 
the * is, char the Trumps __ * 
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ded into five Hands, they can have but few 
a-piece, and he is to preſume that the Ombre 
has the moſt : this is held the belt way of fa- 
vouring the Ombre, who hen his Adverſary's_ 
Trumps are all out, may make his Kings, or 
ſmall 'T rumps. | 

Hz that renounces, is bealted. 

-Ir the Cards are dealt wrong, they mutt . 

be dealt over again, but it is no Penalty. 
Ts is all that concerns- the Game of 
Ombre by five; if any Difficulty or Diſpute 
ſhould ariſe, you are to obſerve the-ſame Rules 
that are obſerved at Ombre by three. 
A xD you muſt take notice that the Rules 
of Ombre are the ſame, whether it be Ombre by 
five or by two, or Eſpadille Force, only with . 
theſe Differences that we have explained; ſo 
that the following Table will ſerve for all. 

-I Can' only 25 that by theſe Directions 
any Perſon may learn to play, but I cannot 
promiſe them that they ſhall play well, for that 
muſt depend upon Genius and Experience. 
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A TABLE of the Terms pecu- 
liar to the Game of OMBRE. 


1. To go to the Bottom. 
F is, when he who 8 in 


next to the Ombre, takes ſo ma- 
Any Cards, that he "does not leave 
14 to bin who is to take in laſt. 


2. The Baſto, 
_ Iv! BY Ace of Clubs, which is always the 
third I rump, in Whatſoever Suit you 


play. 
3. The Codille, | 
I s, when = of thoſe that defend the 
Game againſt the Ombre wins the Stake. 


4. To name the Trump, 
Is when ho Ombre ſays, I . in Hearts, 
Diamonds, Spades or Clubs. 


5. The Diſcard, 
Axe the is laid out, which are always 
to be placed at the right-hand of the Dealer. 


6. Ha- 
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6. Spadille or Eſpadille, 
Is the Ace of Spades, which | is always the 
firlt Trump, in whatever Suit we play. 


7. Eſpadille Force or Forced Eſpadille, 
"4 when it is agreed before you begin, 
that he who has Spadille, ſhall be obliged to 
play, if the reſt will not. 


8. To force the Ombre, 
Is, when he that plays before the Om- 
bre, plays a high Trump, in order to force 
the Ombre to put a higher to win it. 


9. The Gano, 
Is as much 4 to ſay, Paſs i it, or leave it to 
me. 
10. Ombre, 


Is. not only the Name of the Game, 
bur allo the Perſon who names the Trump 


q plays; for the Stake is called the Om- 
e 


11. NManille, 
Is either the Duce in Black, or the Se- - 


ven in Red, and is always the ſecond 
Trump. 


12. . ; 


Tus three principal 'Trumps are fo 
called, which are Spadile, Manile, Baſ- 


to. 
D 4 13. Mata- 
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13. Matadores Single, 
Is when they are to be paid ſingle ; for 
example, when you are to be paid but one 


Counter for each. 


23 14. Matadores double, a 
Is when you agree to pa eds r 
Matadores. TP 12 
15. Falſe Matadores, 
Two Matadores without the "third, are ſo 
called, but are never paid. 


# 7 


16. Punto, 

Is the Ace of Hearts, when Hearts ate 

Trumps; and the Ace of Diamonds, wie 
Diamonds are Trumps. 


7. Sans- prendre, 
"Is to play e Diſcarding, « or taking 
any in. 


18. Sans- prendre Single, 
Is when you are to receive but three Coun- 
ters, for playing Sans-prendre. 


19. Sans-prendre Double, 
Is when you agree to pay Six for play! ing 
Sans-prenare. 


20. Remiſe, 
Is when the Ombre is beaſted, and nobody 
wins Coaile, 


21. Re- 


fot 


- 
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21. Remiſe by three, 


57 


Is when the Ombre is beaſted by your win- 


ning three Tricks a- piece. 
22. To Renounce, 


Is when you don't follow Suit, and have 


ſome of that Suit in your Hand. 


Jo make PE”? 


* 


* % * 
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Is da? in diſcarding, you lay out an en- 
tire Suit, to be able to trump a King. 


4. Repueſta, Repoſte, 
Is the ** thing as Remiſe. 


25. The Stock, 


Ax the Cards that are left, Which you” 
take in after, and diſcard others. . 


26. The Tours, 


Wc 


ARE the Number of Deals you agree to 
play, but remember that a Paſs, or a Cedille, 


is net reckoned for a Tour. 


* 
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The Laws relating to the Game 
| of Ombre. "I 


iT: 
22: ts to name his 
I I. Trump, and has looked at the Cards 
be took in, one of the others may 
name it for him. 
EX f | , , IL ö 
Ir the two Defendants ſhould ſpeak both 
together, and one name one, and the other 
another Suit; you muſt play in that Suit 


which was named by him who ſits upon the 
right-hand of the Ombre. 


„II.. 


Wr x the Ombre forgets to name his 
Trump, or names one Suit for another by 
Miſtake, he may take in his Diſcard again, 
provided the Cards he took in from the 


Stock are not mix'd with the relt c of his 8 


11 
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IV. 
Tno. the Ombre has ſeen his Cards, if he. 


prevents the others, and names a Trump be- 


fore them, it is good. 


V. 


Tux Ombre muſt be very exact in naming 
his Trump. 


VI. 


You are not obliged to play a Matadore 
upon a ſmall Trump, and may Renounce if you 
have not an inferiour 'Trump. 


A Superiour Maadere forces an infe- 


riour, if you have no other 'T rump to play to 
It. 


VIII. 
You cannot Renounce with any Trumps 


in your Hand, except the three Mata- 
dores, 


EX. 
A Superiour Matadore does not ſorce an 
inferiour, unleſs 1 it leads. 


X. 


MaraAponzs are not to be paid, 
* they are in the Hands of the XI 
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XI. 


'Y ov cannot demand to be paid for Mata: 
dores, or Sans-prendres, after the Cards are Cut 
for the next Deal. 


XII. 
Tuxxx is no time preſcribed for the Beaſt, 
and it may be taken while the next Deal is 


layin 
" r XIII 


Tus Cards muſt be deal 0 way bur by 
three and three. 


XIV. 


Ix one of the black Aces be turned up 
in dealing, there muſt be a new Deal. | 


XV. 


Ir the Card ſeen be any thing but a black 
8 the Deal is good. 


XVI. 


WHETHER the Dealer or another turns 
| the Card, it is the ſame thing. 


XVII 


_ Tr a great many Cards are turned up in 
r 13 muſt be dealt again. 


XVIII 


| XVIII. 
Hs that has ten Cards dealt to tin, can- 
not play. "M7 


XIX. 
He, that has but eight Cards dealt to him, 
cannot play. 

de 004 © xX. 
Hz that has eight or ten Cards Og to 


may play; if he gives notice that he has too | 
man 7. or too few. | 


bu vi 2 808 
Hz that paſſes with ten Cards in his Hand, 


is not beaſted ; unleſs he has ſo many after he 
has taken in, when another 25. the 


Game. 


XXII. 


Hr that has ten Cards, may play Sans- 
prendre if he did not deal; but one of the o- 
thers is to draw a Card out of his Hand at 


hazard. 
XXII. 


Hs that has but eight Cards, may play 
Sans-prendre with his eight We if he gives 
notice. 


Ip 
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XXIV. 


. Ir one of the Players turns up a Card of 
the Stock, and looks at it, he cannot play, , 
but the others may. 


_ .- | 
Ix he that hos a ſure Game, and plays 


San prendre, ſhews his Game without naming 
his ET he may take up the one. * 6 


| XVXVI. 

Hz who names his Trump, e firſt 
having asked leave, is obliged to play Saus- 
_ let his n be ever ſo bad. 


XXVII. 


Ix the 88 Hand names his Trump 
without asking leave, he is not obliged to 
play Sans-prenare, if the others have p ed. 


XXVII. 


17 any Cards remain after all haye taken 
in, he = left them may ſee them; and if 
he does, the other may. 


XXIX. 


Ir any of the others ſhould look at the 


Cards left, when he who left them did not, 
he 1 is beaſted. 


8 at 1 1 


Hz 


f 


hs 


HOUR. 4p 
XXX. ES; 


Hr that in taking in his Cards, ſhould take 
more than he laid out, is not beafted, if he has 


not looked on them, bur he 1s-obliged. to put 
them back. 


XXXI. 


. Ir * has: mix d them with the reſt of his 
cards without ſeeing them, one of the others 
ſhall draw out of his Cards at hazard, as ma- 
ny as he took above: his due. 


XXXII. 


Hz who takes leſs than his Number, may 
take the reſt at any time while the Stock i is 
upon the Table; but if they are all taken in, 
he muſt draw as many as he wants from a- 
_ the Diſcard. 


XX XIIL 


Hs that has none of the Suit that leads, is 
not obliged to play a Trump. 


XXXIV. 


He that plays out of his Turn, is not 
beaſted, but tis reckoned bad Play. 


SERINE + 
Ir the Ombre ſees a Card in either of 
the other's Hands, he cannot oblige him to 


play 


* Y 

' 
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play it ; no Card is played, till 1 it is pon the 
Board. 


XXXVI 
\ Evexy one has the Liberty of examining 
another's Trick, to ſee what is out. 


XXXVII | 
Ir the Pack be falſe, and it is found out 
in playing, the Deal goes for nothing. 


XXXVII | 
Tro the Pack be falſe, if the Deal be 
een 3 it is . | 


EL XXXIX. 
1 s that renounces is bea fted. 


_ 
WukN any one has renounced, every 
one 1s to take back his own Cards, and it 1s 


to be play'd: over again, og the Cards 


are not play'd out. 


XII. 


SEVERAL, Beaftes made in one Deal, ny 


be played off the next. 
XLII. | 
Wu there are ſeveral Beaſtes upon the 
Board, the higheſt Beaſte is play d off firſt, 
after the firſ Stake, 1 
P 


| 
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XLIII. 
H that can win four Tricks without cal- 
ling Cano, ought not to call it. 


8 
XLIV. 
TRE Ombre is never to call Gano. 
5 | XIV. 


Tun Ombre ought not to give up, with- 
out playing the Cards, let his — be ever 
> W © bad. | 


| XLVI. 

Wur x the Players mark differently either 
* their Stakes, or Paſſes, all are obliged to 
mark equal with the higheſt; ; and the — 
mall be accordingly. hs 3 


XLVII. 

H. that gains a Vole, wins twice as much 
as lies upon the Board, if there be but one 
_ 


| XI VII 
| Ir there are many Beaſtes upon the Board, 
he takes all, and is to be paid no more. 


XLIX. 
Ir there are a great many Beaſtes, which 


by Conſent, or becauſe they were made in 
one 


— 
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one Deal, are put together, he that wins the 
Vile ſhall be paid as much more. 


| ot 
Taz Pole is undertook, if after one has 


won his five Tricks, he plays down another 
Card. 
LL 


Ir he who undertakes- the Vole does not 
win it, the two others are to divide bet wirt 


them what lies upon the Board. 


LIL | 
Wurd the Vole is undertook, * two 


that defend jt may look in each other s Handy, 


the better to diſappoint it. 


—_— 


© | TO 
Ir he £ undertakes the Vole plays Saws 
prendre, or has Matadores; he is to be paid 
for them if he ſaves his r. tho he does not 
win the Vole. 


LIV. 
A Codille won, Is n mark d for a e Nen 


8 -'S 
Wrzn a Number of Tours is agreed to 


be play'd, he that will not play to the 


pads ought e. all . 


II 
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* 
LVI. 
HE that diſcards and takes in before his 

run, is beaſted, if what he takes in is mix d 
r vith his Game. = 7 
4 THrvs have I given all the Laws relating 
= [ Ombre, yet cannot conclude this Arti- 

cle, without tranſcribing from Mr. Porz's. 

Rape of the Lock, -the beautiful Deſcription 

he has given, of the Manner of playing 
„this Game, in the following excellent Lines. ö 
, bits J iP: Ik g 


Belinda now, whom Thirſt of Fame invites, 
Purns to encounter two adyent'rous Knights 
At Ombre, ſingly to decide their Doom, 
And ſwells her Breaſt with Canqueſts yet to come. 
Strait the three Bands prepare in Arms to join 
Each Band the number of the ſacred Nine. 
Soon as ſhe ſpreads her Hand, th* Aerial Guard 
Deſcend, and ſit on each important Card ; 
Firſt Ariel perch'd upon a Matadore, 
Then each, aceording to the Rank they bore ; 
For Sylphs, yet mindful of their antlent Race, 


9 
- 


Are, as when Women, wondrous ſond of Place. 


BEHOLD 
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BBEBRHOI p, four Kings in Majeſty rever'd, 
Wich hoary Whiskers, and a forky Beard: 
And four fair Queens, whoſe Hands ſuſtain a Flower, 
Th? expreſſive Emblem of their ſofter Pow? ry 
Four Knaves ia Garb ſuccinct, a truſty Band, 
Caps on their Heads, and Habe in their Hand; 
And party- colour'd Troops, à ſhining Train, 
Draw forth to Combat on the Velvet Plain. 


E 


TA E skilſul Nymph reviews her Force with care 5 
Let Spades be Trumps, ſhe ſaid z and Trumps they were, 


Now move to War her ſable Matadores, 
In ſhow like Leaders of the ſwarthy Moors. 
Spadillia firſt, unconquerable Lord! 

Led off two Captive Trumps, and ſwept the Board. a 
As many more Manillia forc'd to yield, 
And march'd a Victor from the verdant Field. 

Him Baſto follow'd, but his Fate more hard, 

Gain'd but one Trump, and one Plebeian Card, 

With his broad Sabre next, a Chief in Years, 

The hoary Majeſty of Spades appears ; 

Puts forth one manly Leg, to ſight reyeal'd 3 

The reſt, his many - colour'd Robe conceal'd. 
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The Rebel-Knave, who dares his Prince engage, f 
Proves the juſt Victim of his Royal Rage. 
Ey'n mighty Pam, that Kings and Queens o erthrew, =P 
And mow'd down Armies in the Fights of Lu, 
$:d Chance of War ! now, deſtitute of Aid, 
Falls undiſtinguiſh'd by the Victor Spade, 


zus far both Armies to Belinda yield ; 
Now to the Baron, fate inclines the Field, 
His warlike Amari her Hoſt invades, 
Th' imperial Conſort of the Crown of Spades, 
The Club's black Tyrant firſt her Victim dy'd, 
$pight of his havzhty Mien, and barb'rous Pride ! ! 
What boots the Regal Circle on his Head, 
His Giant Limbs, in State unwieldy ſpread 
That long behind he trails his pompous Robe, 
And, of all Monarchs, only graſ ps the Globe, | 


TA Baron now his Diamonds pours apace 3 
Th* embroider'd King who ſhows but half his Face, 
And his refulgent Queen, with Powers combin'd, 

Of broken Troops an eaſy Conqueſt find. 


Clubs, Diamonds, Hearts, in wild Diſorder ſeen, 


Wich Throngs promiſcuons ſtrew the level Green. 
| THs 
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1H Knave of Died: tries his wily Arts, 
And wins (O' ſhameful Chance !) the Queen of Hearts, © 
At this, the Blood the Virgin's Cheeks forſook, 
A livid Paleneſs ſpreads o'er all her Look; 
She ſees and trembles at th* approaching II, 
Juſt in the Jaws of Ruin, and Codille. 
And now, (as oft in ſome diſtemper'd Sate) 
On one nice Trick depends the gen'ral Fate : 


ss 


An Ace of Hearts ſteps forth: the King unſeen 
Lurk d in her Hand, and mourn'd his captive Queen 3 
He ſprings to Vengeance with an eager Pace, 

- And falls like Thunder on the proſtrate Ace, 
The Nymph exulting, fil's with Shouts the Sky, n * 
The Walls, the Woo and long Canals + reply. 


” 
| 
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+ Scene, Hampton-Cou:t. 
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| OF THE 
Game of PICQUET. 


AKE a Pack of Cards, and throw 

— cout all the Duces, Threes, Fours, 
Fires, and Sixes; and you are to 
play with the reſt, which will 
amount to thirty two. : 

Oratzxwiss you may buy Packs of 
Picquet-Cards from the Makers, which con- 
tain no more than what are uſed. 

Ar TEIA you have ſettled what you play 
for, you are to agree how much ſhall make 
up; for this is in the Choice of the Game- 
ſters : The common Way of playing it, is a 
Hundred up; and this ſeems to be the beſt 
Game, becauſe a Repicque generally wins 
r | | KY 
Tux next thing you are to do, is, to try 
who is to deal; for you muſt obſerve, that 


at this Game the Dealer has a great Diſ- 
advantage: 


a 7 
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— You are each of you to cut the 
Cards, he who news the {malleſt Card is 
the Dealer: 5 

A Max may cut as many, or as few 
Cards as he pleaſes, provided it is more than 
one; but one Card is no Cut. 

Arp if by Accident it ſhould happen, 
that in cutting, {ome of the Cards ſhould 
drop out of your Hand, and ſome remain, 
(which often, falls out thro haſte) you muſt 
take no notice of the Cards that fall! but the 
Cut mult be decided by that Card which re- 
mains in your Hand with the reſt. 

In reckoning up your Point, every Card 
is reckon'd for as much as it bears; as Ten 
for Ten, Nine for Nine, and ſo n to the 
Seyen, Which is the low eſt, except an Ace, 
which is always reckon'd for ten. 

Lou muſt obſerve alſo, that all Court- 
Cards are reckon'd for ten. 

Ap when you come to play the Cards 
their Value is in the ſame degree; as, the 
Ace wins the King, the King the Queen, the 
Queen the Knave, the Knave the Ten, and 
ſo down. 

Wurd the Deal is decided, the Dealer is 
to ſhuffle the Cards, and offer them to the 
other to be cut. 

Ir in cutting he ſhould ſcatter, or any 
ways diſplay the Cards, og. are to be 


ſhuffled and cut again. 1 
: 


C 


mind to ſhuffle the Cards, he may ; bur the 
Dealer is to give them the laſt Shuffle. 


Tun Dealer may diſtribute the Cards, by 
four, by three, or by two at a time, as he plea- 


ſes, till he has dealt twelve a-piece; but he 
muſt always go thro the Deal to the end, 
with the ſame Number as he begins. : 

Bur becauſe this changeable Way of dea- 
lng ſometimes may give offence, the Cards 
are generally dealt at this Game by two and 
two; and it ſeems beſt ſo. 5 

WHEN the Dealer has done, he is to lay 
the Stock juſt in the middle; when they 
come to examine their Game, if one of 
them ſhould find that he has not one Court- 
Card in his Hand, he is to declare that he 
has Carte-blanche : then he is to tell how 
many Cards he will lay out, and deſire the 
. to diſcard, that he may ſhew him his 

ame. 


Wurx the other has diſcarded, he who 
has Carte-blanche, is to ſhew his Game upon 


the Table, that the other may be ſatisfied it is 
0; then he is to reckon ten for his Carte-bJanche, 
and to diſcard, in order to play his Game : 


but he muſt lay out the ſame Number of Cards 
he declared. AS 


Tus Carte-blanche is the firſt thing rec- 
koned, and therefore prevents a Picque and 


E bh Wurn 


Repicque. 1 
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Tx the Perſon who does not deal has a 
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Wx each has his Number of Cards, 
that is, twelve, there remain eight, which 
(as I ſaid before) are to be laid in the middle; 
then he who is to play firſt may take five, 
which. is a great Advantage, and leave but 
three to the Dealer. Bt 
Bor he is not obliged to take five, for 
that is to be at his Choice, or according to 
the Diſpoſition of his Game ; he may take in 
juſt the ſame Number. 
When he takes leſs than five, he may ſee 
the reſt of them, and lay them again upon the 
Stock. | | 
THEN the other may take all that is left, 
or what Number of them he pleaſes, obſer- 
ving to diſcard as many; he may alſo look 
on the Cards he leaves, and the other may 
likewiſe ſee them, if he declares firſt what 
Card he will lead. | 
Bur take notice, that he is obliged to 
lead the Card he names. | 
Ab if by miſtake, or otherwiſe, he ſhould 
- promiſe to lead a Card of a Suit which he had 
not in his Hand, he is obliged to play what 
Card the other ſhall appoint him. 
Oz5xtRvs, that both the Dealer and he 
that leads, are obliged to diſcard at leaſt one, 
let their Games be ever ſo good. 
Ar rA both have diſcarded and taken 


in, the eldeſt Hand is to examine what * 


but two, three, or four, obſerving to diſcard 


* 
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he has moſt Cards of; then he is to reckon how 
many Points he has in that Suit, and ask the 
other if ſo many are good: if the other cannot 
reckon as many in that, or any other Suit, he 
tells one for every ten. One Example will make 
this plain. | | 

If the eldeſt Hand has Ace, King, Queen, 
and Knave of any Suit, he asks, Are forty one 


good? (We told you before that an Ace was 


counted for eleven, and every Court-Card for 


ten.) If che other cannot reckon up as many, 


he is to tell four for them; ſo if he had fifty, 
he is to tell five, if ſixty, fix, and fo 
on. I Bert 22 
Bur ſuppoſe thirty five in either Hand 
ſhould be good, he who has them is to reckon 
as much as for forty, that is to ſay, four; 
and the ſame for any Number betwixt 
thirty five, and forty; but for any Num- 
ber leſs than five, nothing is reckoned: as 
for forty one, forty two, forty three, or 
forty four, you reckon but four; ſo that by. 
this you ſee there is as much reckoned for 
thirty five, as for forty four: the Rule is the 
_ in all Numbers betwixt fifty, ſix- 
ty, Cc. 

. Hz who reckons moſt in this manner, is 
faid to win the Point; when the Point is 
over, each is to examine what Cards he has 
in his Hand of the ſame Suit, which are 


Sequents: theſe are called, either Tierces, 


E 2 Quar- 
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Quartes, Quintes, Si xſiemes, Septiemes, or Huiti- 
emes, according to ther Number and Value. 
| THE: Terms may ſound a little. like 
conjuring, to Perſons 5 don't underſtand 
them; but they are only the French Terms, 

Which we make uſe of, becauſe we have not 
Engliſh whereby to expreſs the ſame thing in 
one Word. 

FixsrT, a Tierce i is when three Cards ** 
one another in Degrees of Value, as Ace, 
King, Queen; and are worth three: if you 
add a Knave to theſe, it is called a Quarte, 
and is worth four; add a Ten, and it is called 
a Quinte; a Nine, and it 1s called a Sixfieme ; 
a Seven, and it is called a Septieme ; an Eight, 
and it is called a Huitieme. 

Tus Word Tierce is from Trois, three; 
Quart, from Quatre, four; Quint, or Quinxe, 
fittèeen: tho by a Corruption of Pronunciation 
we call it Kent ; Sinſieme, from Seize, ſixteen ; 
and the Word Sixfieme, is the ſixteenth ; 
Septieme, from Sept, ſeven; Huitieme, from 
Huit, eight. 

Evzry Tierce is worth three Points, 
the Quart four, the Quintes fifteen, the 
Sixfieme is worth ſixteen, the Septieme ſeven- 
teen ; the Huitieme eighteen : ſo that the Sig- 
nification of the Terms inſtruct you what 
theſe things are worth, when you * them 

in your Hand. 


You 
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Tou muſt obſerve, that theſe Sequents of 
Cards muſt be of the ſame Suit, otherw:fe 
they are of no Value. ies 
Turks Tierces, Qrartes, Quintet, &c. 
are diſtingiſned in Dignity by the Cards 
they begin from; as for example, Ace, 
King, and Queen are called Trerce Major; 
King, Queen and Knave, are called Trerce 
to a King; ſo Knave, Ten and Nine, are 
called Trerce to a Knave; fo every Quart, 
Quint, or Sixſieme, that begins from an Ace, 
is called Quart, Quint, or Sixſieme Major : 
when they begin from another Card, they are 
ramed from that Card. 

Os$sxrve, that he who has the beſt Tierce, 
Quart, Quint, &c. that is, that which takes 
its Deſeent from the beſt Card, tho he has but 
one, and the other has many inferiour, the beſt 
ſhall ſet all the others aſide, and render them 
of no Value. 

So if one Perſon has a Trerce, or Quai 
Major, and two or three inferiour ones, the 
_ Major ſhall make all the ſmall ones 
good. 0 

Fox example, if one has a Tierce Ma 
jr, and a Tierce of a Knave, and another 
to a Ten in his Hand, and the other has a 
Tierce to a Queen; he who has the Tierce 
Major ſhall reckon not only that, but the 
two ſmall ones alſo, and the Tierte to a 

Z 3 Queen 
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| -Ozeen in the other Hand is worth no- 
thing. 

So a Ouart in one Hand . ſets aſide a 
Tierce in another; and ſo of others, the high- 
eſt renders the loweſt good for nothing : Foes 

he that has a Sixſieme in his Hand that is 
may reckon Tierces, or Quartes; and i * 


other has a Quint at the ſame time, it is ſet 
afide. 


When you have one of theſe good in- you 
Hand, it gives a Value to all the reſt. 

Wu theſe are all told, you are to er⸗ 
amine how many Aces, Kings, Queens, 
Knaves, or Tens, you have in your Hand; 
but no Number leſs than three of any of 
theſe are good for any thing, but three of a- 
ny of theſe are worth three: As for the Nines, 


tor them. 

OssERVR, that the Cards are in the ſame 
Degree of Value here, as in every other Part 
of the Game; that. is to ſay, the Aces are 
beſt, then the Kings, the Queens, the Knaves, 
and laſt of all the Lens. 

Ix one has in his Hand three Aces, three 
Knaves, and three 'Tens, and the other three 
Kings; he who has the Aces, ſhall tell all his 
Threes, and the Kings are good for nothing: 
thus, among Cards as well as Men, the 
Great Rill overcome the Small. 


HE 


Anp ſo it is of Septiemes, Huitiemes, &. 


Fickrs and. Sevens, you are ayes nothing 


=», 


— © 


— - * 


0 PIicMu ET. 59 
HE that has four Aces, four Kings, four 
Queens, four Knaves, or four Tens, reckons 
fourteen for them: and this is called a Qua- 
torze, that is, provided they are good. 
Fou Aces muſt be always good, the reſt 
are good but as it happens; four Tens muſt 
be good, if t'other has not four of any thing 
elſe. 4 6 TREES 
Ir there are four Knaves, or Tens, in one 
Hand, three Aces or Kings, Oc. are not to be 
told in another Hand. 111 
Tus when you have reckoned all your 
Game that is to be told in Hand; he whoſe 
Right it is to play firſt, begins to play down: 
and every Card he plays down, above the De- 
gree of a Nine, he tells one for; but for a 
Nine, and ſo downwards, he can reckon no- 
thing; then the higheſt Card of a Suit always 
wins the "Trick. 225195 02 
Ir two Cards of different Suits are played, 
that which leads wins the 'Trick, tho the 
firſt was but a Seven, and the laſt an Ace. 
Ir is not the Perſon that wins the Trick 
that always reckons for it, and in ſome Caſes 
both reckon one for the ſame Trick; I ſhall 
explain this Matter. 5. 
Ir the Perſon who leads, plays a tenth 
Card, he reckons one for it as ſoon as he 
plays it down; if the other plays another 
Card that's higher, he wins it, and alſo 
E 4 | reckons 
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reckons one ; thus they both reckon for the 
ſame Trick. | 


Ir the Leader plays an Eight, or Seven, 


he reckons nothing, and if the Follower ſhould 
Win it with a Nine, he reckons nothing; for 


as I ſaid before, no Card under a 'Ten can 


count at this Game: nevertheleſs that Trick 


ſerves towards winning of the Cards, 
Bor obſerve, that the Follower, that is, 


he who plays laſt, never reckons for his Card 
unleſs he wins the Tricx. 


Ax p obſerve too, that there is one Excep- 


tion to a Rule I laid down before, and that 


is, that he who wins the laſt Trick reckons 
one for it, tho it be won with a Nine, Eight, 
or Seven; if it be won with a Ten, or up- 
wards, he reckons two for it. | 
Wren the Cards are played out, each is 
to count his Tricks; and he that has moſt, is 


to reckon ten for winning the Cards: if they 
have Tricks alike, neither is to reckon any 


thing. | 
Wren the Deal is finiſhed, each is to 

mark up what he got by the Deal, and fo 

ar the end of every Deal, till the Game 1s 


finiſhed. 


Wrxn the Game is at an end, you are to 
cut again for the Deal, if you play on; and 


ſo every Game you play. 
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 SoMErTIMEs it is agreed to play a certain 
Number of Games, and to deal alternatively 
to the end of thoſe Game. 
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HEN it happens that both Parties are 
within a few Points of being up, the 
Carte-blanche is the firſt thing that reckons. 
Ir there be no Carte-blanche, the Point is 
the firſt thing. | | 
TE ſecond thing is the Sequents, as Trier- 
tes, Quarts, Quints, &c. The next to thoſe 


to be reckoned, are the Threes or Quatorxes; 


as three Aces, or four Knaves, cr Tens, 
Queens or Kings. 


As for inſtance, if both Parties ſhould 
be ninety five of the Game, and one has in 


his Hand forty five or fifty for Point, which 
we will ſuppoſe to be good ; and the other a 
Quint, or a Quatorze of Aces, he who has the 
Point wins the Game; becauſe, as I ſaid before, 
it is to be reckoned firſt, and the reſt have 


the ſame Preference according to their Ranks, 


as is already ſhewn. 


- Iz one be ninety nine of the Game, be- 


fore he plays down the firſt Card, he plays it up 
it it be a tenth Card, tho he loſes „ 
| E 5 
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Wer the Parties are ninety nine each when 
they are to play down, the Leader muſt win 
the Game, if he plays a tenth Card; becauſe 


he tells as ſoon as he plays down, the other 
cannot, till after the Trick 1 is Won. 


Of the Repicque. 


E that without playing down, that is, 
in Carte- blanche, Points, Quintes, Quatorzes, 
Kc. can reckon up thirty in hand, when the 
other has reckoned nothing, reckons ninety 
for them; and this is called a Repicque. 

Ix he can make up above thirty in hand, he 
reckons as mach above ninety as if he 'has 
thirty two, thirty three, or thirty four ; he 
reckgns ninety two, ninety. three, ninety 
four, -{ <-> | 


eee eee 


Of the Picque. 


H: that can make up Thirty, part in hand, 
and part by Play, before the other has 

told any thing, — for them ſixty; and 
his is called a Picque, 


6 PTY As — «© 
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Ir muſt be obſerved here, that when he 
makes his Thirty, if he ſhould by Miſtake 
BH omit ſaying Sixty, and reckon only Thirty, 
and ſo. go on with thirty one, thirty two, 
and then playing the Cards out ſo, he ſhould 
afterwards recolle& his Error, and reckon 
thirty more for the Picque ; he is not to loſe: 
the Benefit of his Picque. | 
Bur if he has marked up his Game, and 
the Cards are cut and diſtributing. for the Deal 
following, it is too late to recall, and his 
Game muſt ſtand as it is marked.  * 


- 


S S 
Of the Capot. | 


E who wins all the Tricks, inſtead of 

1 reckoning ten, which is his Right for 

; Winning the Cards, reckons forty; and this 
I called a _Capot.. - It le: 

' HI Srovinr hate obſerved before, that 

whenever the Points, the Tierces, Quartes, or 

Quints, are equal in both Hands, neither is to 

reckon any thing for them; tho at other 

| Games an Advantage in this Caſe is given to 

dhe firſt in Play, or the eldeſt Han. 
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SNK 


Of the Accidents which happen at 
this Game, and the Penal Fes 
which attend them. 


IRST, if the Dealer by Miſtake, or o- 
therwile, ſhould give a Card too many, 
or too few ; it is at the Election of the eldeſt 
Hand, either to play the Game, or make him 
deal again. 

1x the eldeſt, having thirteen Cards dealt 
him, reſolves to play, (you muſt obſerve, 
there can be but ſeven Cards in the Stock, 
if the Dealer has his twelve) in this Caſe he 
| _ lay out five Cards, and take in but 

ur ‚ 

Ir he plays when he has but down Cards 
dealt, he muſt lay out a Card leſs than what 
he takes in. 

As the Dealer is to do the ſame, if eleven 
or thirteen Cards light into his Hand; but tis 

only in the Choice « the eldeſt to play, or 
-make him deal 

Ir one ſhoul be fifteen, or but nine 
Cards dealt him, which may happen when 
the Dealer does not think of what he is do- 


ing; in this Caſe the Cards muſt be dealt 


3 


eG © 


— .  R a 


» — W»EP TH - 


again, and neither have power to hinder 


Hs that has Cart-blanche, Point, Ouints, 
or Quatorzes, in his Hand, and plays down 
a Card before he remembers to name them, 
loſes the Benefit of them; and ſo he does of 
every thing that is to be told in Hand, if 
he does not name them before he plays 
down. ee | Cm 
Ir one Party names his Point, and the 
other allows it to be good; if he does not 
remember to ſhew it before he plays down 
a Card, it is good for nothing to him, and 
he muſt not reckon it. | $4 

So if he ſhould name Trerces, Quarts, or 
Quints, and not ſhew them before he plays 
down, he loſes the Advantage of reckoning 
them. 

On the other hand, when this happens, 
the Dealer ſhall tell his Points, Forces 

Quarts, or Quints, &e. tho they are not 

fo good as the others. 1 

ur he muſt likewiſe ſhew them before 
he plays down to the Leader's Card, other- 
wiſe he loſes the Right of reckoning them, as 
well as the other. 

Hs that has Threes, or Quatcrzes of Aces, 
Kings, Queens, Knaves or Tens, is not 
obliged to ſhew them. | 
Ix one ſhould count a Three, or Quatorze, 

Which he has not in his Hand, tho he laid 
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it out by miſtake, or otherwiſe; if the other 

finds it out at any time before the Cards are 

cut for the next Deal, he cuts him off from 

all he reckoned, and he is to count nothing 
that he got by that Deal. 

: Ir the eldeſt ſhould count three Aces when 

p * laid out one of them, and the other three 

„Kings, or any thing elſe; he ſhall count 

his three Kings, tho he does not diſcoyer the 

. other's falſe reckoning, till the end of the 

Deal. | 

- OBsxRvs, that tho he who. reckons falſe, 
can count nothing by the Deal; yet what he 
has in his Hand may hinder the tber, and 
ſave a Picque, or a Repiaque. 

As for example, he who counts "Taſks Aon 
falle, and has a Quint Major. in his Hand; 

tho he cannot count for it, it cuts the other 
off from counting any inferiour Quint, Quan, 
Or Fierce. at) !1 

H x that takes in a Card more than he lays 
out, incurs the ſame Penaley, and counts no- 
thing. 

Bur he that takes in a Card leſs than he 
lays out, may count his Game: 

H; that has a Card leſs than his Num- 
ber, muſt play Card for Card with che other, 
as long as. bis Cards. laſt. 

Wu N one has twelve Cards, ad the 
other but ten; if he who has the twelve 

| . ſhould win ten Tricks tans + 
then 


does, in all 
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then hs has two Cards left in his Hand, 
which we'll . to be the King of Spades, 
and any ſmall Card of another Suit; the other 
has but one Card, which we'll fuppoſe to 
be the Ace of Spades : if the firſt plays his 
{mall Card, the other muſt play his Ace of 
Spades to it. Thus he ſuffers a Capet for want 

of another Card ; 'and this ſeems juſt, becauſe 
it, was his own Fault that = wanted a 
Card. | 

WHEN a Card. is once played out of the 
Hand, .it cannot be taken up again, unleſs it 
bei ny the YE; of a Renonnce ; +. £22 if by miſ⸗ 

e ſhould d throw down a Card of. a dif- 
_ uit when he has one of the ſame in his 
Hand, he 2 — take it up again, and play 
down the other. 

Ir the Leader ſhould Pays, a King, and the 

other having, the Ace 0 the ſ⸗ ame Suit in his 
Hand, ſhould in. Wa play a ſmall Card 
of the ſame ſort, b e cannot recall ir, but mult. 
be content to loſ loſe.the Trick. _ 
_ Ie one Perſon has three Aces in his Hand, 
and by Negligence ſhould count three Kings 
inſtead of his * 1 counts nothing that 
Deal. 

Provided *ha 1 bes not <collec & his Mk 


take before he Wn. his ard; if he 
þ Ie pla am ib Caſes he ſaves 
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Tr, when the Deal is half plaid out, one 
of the Parties, expecting to win no mote 


Tricks, ſhould throw up the Cards, and mix 


them with the reſt ; if after he repents and 
would take his Cards up again, he is not al- 
lowed: but if they are not mixed with the reſt, 
5 may take them up again, and play out the 
” Wren the Cards are played ott, except 
two or three on one Side, aud one penn 
the other's Cards to be better than his, ſhoul 
throw them down ; bur after finding himſelf 
miſtaken, he takes his Cards up again, he 
ſhalt be obliged to play which of three 
Cards the other directs him. "ny 

Ir is not allowed in any Caſe. to difcard 
twice: As for example ; AY 

Hz who takes in firſt, lays our four 

Cards; of conſequence he is to take in but 
four: If by the outſide, or any other means, 
he ſhould know the fifth to be a good Card, 
and offer to lay out another in order to take it 
in, the other muſt not allow him to do 
it. es” "ge | * 

Av the Rule is the fame in reſpect of the 


Dealer: If he does not take all the Cards 
that are left him, after he has once difcarded 
and taken in, he can difcard no more, 


tho he has not looked on the Cards he takes 
= 25 0 
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Non is it allowed before diſcarding, to N 
look to examine the Cards you are to take 
in, even on the outſide, leſt they ſhould be 
known by their Backs. | 

Hr that takes in firſt, ſhould always tell 
how many he leaves, if he does not take in 
all his five; that the other may diſcard ac- 
cordingly. 

Hr that takes in a Card too many, and 
perceives it before he looks on them, may 
turn it back again. 

UnLtss he mixes them with the reſt of 
his Game; in which caſe he loſes the whole 
Profit of that Deal, and reckons nothing, as 
is obſerv'd before. 


Ix one takes the Cards to deal when it is 


not his turn, and ſhould deal them all our, 
and if the other has examin'd his Cards, pro- 
vided he that dealt by Miſtake has not look'd 
on his Cards alſo ; he may throw them up to 
be dealt by the other. | | 

Ix the Perſon who is to ſpeak firſt, ſhould | 
ſhew a Point, or a Tierce, Quart, or Ouint, &c. 
or a Three, or Quatorze of any thing, which 
the other ſhould allow to be good; if after 
this he ſhould find he was miſtaken, and that 
he has a better of that ſort than the Eldeſt 
ſhew'd, he may count it afterwards: and he 
ſuffers nothing by this Miftake, provided there 
be not a Card played down. 


Tur 
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Tux Carte-blanche, as we told you before, 
is always firſt told, and muſt be ſhewed upon 
the Table, whether j It be in the hands or the 
Dealer, or of the other. 

1 Hs that has nothing in his Hand but the 
Carte-blanche, ſaves a Picque, and Repicque.» | 

I's you ſhould have in your Hand three 
Aces, three Kings, three Queens, three 
Knaves, or three Teens, and in diſcarding lay 
out one of either of theſe, you are to mo 
but three: then the other may ask yon 
which Ace, which King, Oc. you i out, 
and you are obliged: to tell him; and, if he 
requires it, you muſt ſhew him which you 
laid out. 

Ir it ſhould happen that the Pack ſhould 
be falſe, (as ſometimes there may be two 
Cards of. a ſort) when it is Are out, that 
Deal goes for nothing; but if you have played 
ſeveral Deals betore with the ſame Pack, they 
are all good. 

Ix the Pack ſhould be found falſe the very 
fGrſt Deal you play, you muſt adjuſt the Pack, 
and begin again; but you are not to cut a- 
— for Deal, for the firſt Cutting an 
on Every Gameſter is to lay his Diſcard near 
himſelf, which he has the liberty of looking 
on as often as he pleaſes. 

Hs that cuts the Cards is not to wk at 
the bottom ; if he ſhould, forgetting wal 
| c 


he was about; they muſt be ſhuffled and cut 


22 
Wrzn the Cards are cut neatly, that 1s, 
vithout ſcattering or diſplacing, and neither 
the have ſeen the Bottom; if the Dealer by ſome 
| Foutward Mark ſhould know it to be a bad 
ree ¶ Card for him, and ſhould deſire the other to 
ree Weut again, he ought not to conſent; and the 
ay N Caſe is the ſame if he that cuts ſhould happen 
nt to know it to be a good Card for the Dealer: 
on or the Cards are never to be cut twice, but 
it, ¶ in the Caſes before mentioned. 
he WHOEVER; is found taking a Catd in, 
Ou that he had laid out before, loſes the Game. 
BB Wrxzx, by Miſtake, one has taken a Card 
in more;than he had laid out, and to avoid 
the; Penalty, which is, of reckoning nothing 
that. Dgal, he ſhould attempt ſecretly to 1 
t ut again, he is to. loſe the Game. 
Tunis Game is always played with Lar- 
ches, unleſs it be firſt agreed on to the con- 
trary ; that is, when the Loſer can't make up 
ity, before the other wins the Game, he is 
to pay him double. If they play for a Guinea 
1 eee beiin 8 lurphed loſes two. 
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Of the Pool. 


bee Peol is another way of playing Pic, 
quet, only invented for Scciety ; it is it 
every way played the ſame with the ot 
Game; but it is a Contrivance to bring in \;r 
third. As for example: (a 

THREE Perſons are to cut, he who cut 
the higheſt Card ſtands out the firſt Game, 
for it is held an Advantage to be out firſt 
'Then the others are to cut for Deal, as is 
before directed; if they play for Guinea, 
mT are to lay down a Guinea apiece, which 
makes three Guineas : then he who loſes the 
firſt Game lays down a Guinea more, and 
goes out, and then he who ſtood out before, 
fits down. If the firſt Gameſter beats him 
alſo, he ſweeps the Board, which is called 
winning the Pool. and the Loſer muſt lay ano- 
ther Guinea to it. Ne 

Bur if he who won the firſt Game loſes 
the ſecond, he pays his Guinea, and wakes 
room for the other: 'Thus it goes round 
ſometimes, till the Pool amounts to a great 
Sum. s 
You muſt obferve, the Pool is never won, 
till one Perſon wins two Games aan” y. 

VERY 


te | 
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Evxxr Perſon that loſes a Game, lays down 
A Guinea to the Pool. 
Wurx any Perſon is lurched at this Play, 
te lays down one Guinea to the Pool, and pays 
mother to him who lurched him. 
TH1s is all that can be ſaid upon the 
Game of Picquet ; the Directions are ample 
mough to inſtruct any Perſon in the Game. 
u to the Art of Playing well in order to 
vin, which conſiſts chiefly in playing the 
Cards, I think it cannot be demonſtrated this 
Way. 1 

17 is a Science that muſt be acquired by 
Practice, or by obſerving thoſe who are very 
expert in it. 
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With Directions how to Play it 


. * 
— SHOULD Grit inform the Rea- 


der, that this Gamez requires 
Conduct and Attention, and even 
good Reaſoning; ſo that I believe 
it is a juſt Remark, that A Fol 
never played it well, 


II. 


Ir has one thing peculiar to it, and that 
3s, that the Incidents and Turns are ſo _—_ 
an 


ſi 


8 


197} 8s. 

6 
and ſo various, that it will be found both de- 1 
> SYljohtful and entertaining, even where People 
play for nothing; which can hardly be ſaid of 
1 2 other Game. 1 


III. | 
Tux Theatre upon which this Game is 
acted, is a chequered Board, half black, 
and half white, painted like a Draugbu- 
hard, which may ſerve for this Uſe upon 
occaſ1on. | 


E 


IV. 


Tu Game is performed by two little 
Armies drawn up in Order of Battel, oppo- 
. fite to each other; each Army is commanded 
by a King, and ſeveral great Officers, tho 
when you come to examine them cloſe, This 
King is no more than a Piece of Stick, or Ivory, as 
are all under his Command. 

if v. 5 
Tu Officers (including the King) con- 
iſt of eight principal Perſons, who are ſized 
according to their Quality, and have their 
particular Titles and Qualities. | 
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VI. 


> This common ſort conſiſts of ei gh pul on 
oneers, one ſtands before every Officer; 
theſe are called Pawns, and are but little 0 
Stature. 


VII. e 


Tx King is the firſt, and whenever he ba 
is ſt, the Bartel 3 is at an end. * 


VIII. 


Tn Queen is next in Degree, who bears 
her Royal Husband Company in the War; 
ſhe does not-only animate him with her beau- 
tiful Aſpect, but likewiſe defend him When in 
dan ger, and attack his Enemies. 


N 
Tux two Rooks are next in Degree ts | 
the Queen. * 
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4 . 14 De X. 
2 1 1 ff 4 £ 0 13 . 


Tux two Knights are next to them, who 
do great ſervice enerally in the beginning 
of an Action, and are very furious for ſome 


time ; but towards the end they are not ſo 
ſeryiceable. 


'T HERS 
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Ae 't THERE are two Biſhops likewiſe, (for 
the Army muſt. not be without Chaplains )- 
which are of moſt ſervice towards the End 
of an Action: perhaps the Reader may think 
it is to aſſiſt the dying Men, but we ſhall 
give him to underſtand preſently, that they 
he have ſomething elſe to do. 5 


XII. 


Tursk in French are call'd les Fus, that 
is, Fools ; but Who it was that firſt tranſlated 
that. Word for Biſhops, I can't tell. 


XIII. 


THz next are the Pawns ; who, tho they 
are no more than common Soldiers, yet when 
they are well commanded, they ſometimes 
perform great Actions. 4 


XIV. 
Tux Method of drawing up this little 


Figures are to be placed in the loweſt Rank 
of the Board, next to the Gameſter, in this 
manner; Firſt, the King upon the fourth 
- F Spot 


) 
Army, is as follows: The eight principal 
: 
) 
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Spot from the Corner, which is white ; his 
Queen is to be placed upon the black Spot 
on his right hand; the two Biſhops are to 
ſtand one next the King, the other next the 
Queen; the Knights upon the ſides of the 
Biſhops ; and the two Rooks, one in each Cor- 
ner. The Pawns are placed juſt in the Rank 
before them, to ſerve. as their Rampart : 
thus the Poor are only made uſe of to defend 
the Great. 3 ä 


It, 


n X V. ; mL 


Taz other Arm muſt be drawn up on 
the oppoſite End of the Board in the ſame 
manner; and leſt they ſhould not be diſtin- 


guiſh'd when they come to be mix'd, one fr 
Army is always cloth'd in Black, the other 4 
1 


in Winte. hs 
Sho | i 0 


Tux King is very grave and ſolemn in his 
Pace, fo that it may be ſaid, he moves with 
a great deal of Majeſty ;; his March is ſlow, 
and he only moves from one Chequer to ano- 
ther forward in a Line, or ſideways. in a Line, 
or backward ina Line, = ee 


Sr Care 
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Nt ö XVII. 


to II he meets with any Scout of the Ene- 
he y 's in his way, he may take him Priſoner, 
he and place himſelf where he ſtood; and when 
rj] it is his turn to move again, he may 0 back- 
nk wards, dans or retire. 


all XVII. 


11 "walk borne. that the Gameſlers 
mult move by turns, as they do at Dronghts. . 


XIX. 


-. Sons. maintain, that the King may at his 
ell firſt Motion go over three Chequers at once, 
er either forwards, or ſideways, or. take an in- 
direct Jump, as the Knight does, which. ſhall 
be explained r : but the Game is 
ſcarce ever play d ſo, for theſe quick Motions + 
don't ſeem conſiſtent with the Statelineſs o 
xs The moſt he can do, as it is now 
played, is, to paſs gver one Chequer the firſt 

__ but after that, he can only rhe 

m Chequer to-Choquer in ame 
br ae 


4 
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A 


Tun Queen, according to the Lightneſs 
of her Sex, may paſs from one end of the 
Board to the other at one Movement, either 
in a Line forward, or in a Line ſide- 
ways, provided the Paſſage be clear; and 
if any of the Enemy ſtand in her wap, 
ſhe may take him priſoner, and ſtand in his 
a By this you may ſee the Queen is 

r Royal Conſort's beſt Defence, and is 
generally moſt forward to attack the Enemy. 


XXI. 


Tux Biſhop has a Motion hard to be de- 
ſcribed upon Paper; it is neither directly 
forward, nor altogether ſideways, but be- 
twixt both ; it is an oblique Movement, he 
may either move from Cheqyer to Chequer, 
or run along a whole Row, according as he 
ſees his Advantage to ſnap an Enemy. 


| 24 XXII. | L 
© One Biſbop ſtands upon a black Chequer, 
-the other upon a white ; he who ſtands up- 
on the black, moves upon a black Row, 


and never touches the white; he that ſtands 
upon white, never touches black. 
| XXIII. 
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Tu Knight has but one Way of moving, 
which is a very odd one; for he jumps from 
black to white, and from white to black : in 
this Motion he jumps over one Chequer, not 
directly forward, but moves in the form of a 
Demicircle ; and if one of the Enemy ſhould 


ſtand next to him, he can (to ſhew his Agi- 
bty): jump over his head. 


XXIV. 


Ax Officer, or a Pawn of the Enemy's, may 
ſtand next to a Knight, or a Eb, without 
danger; for theſe being confined to one 
way of moving, can hurt nothing but what 
lies directly in that way. 


„„ 


Tk Knight (as is before obſerved) is of 
great uſe in the beginning of the Battel; for 
very often he makes a Paſſage through the 
Enemy's Army, and forces his way up to the 
King, whom he attacks, and to whom he 
gives Cheque- Mate; but at the latter end of 
an Action, he has not the ſame Opportunities 
of exerciſing © his Valour: therefore the beſt 
Play is to employ: him at firſt. N 

F 3 XXVI. 
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| XXVII. 
OSivrnse the Ki Mu, is: put- 
ting him in danget; pit muſt be obſerved; 
that whenever the King's Perſon is in danger 
of being taken by the v, out of Reſpect 


to Royal Majefty;' notice dal, de given him, 
by ſaying Cheque, that ſo he may either retire, 
or cover Hmelf with ſome of his Men 5; for 
when he is taken, his Army is loſt, and ther 
is an end of the Game. 


FF 


XxXVN | 
10 KING 2 . N 0 1A 

RA thoſe this put the Kieny 1 King into 

: chis danger, — bps, N ehoy 
cannot take him. | 20 Ä 


XXVII. 


Tux Motion of the Rooks is in a direct 
Line erery way; they can heither croſs 
the Chequers, as the Biſaopr do, nor- hop 
like the Auiglus: they may either move from 
Chequer to Chequer, or elſe. as ſar as the 
Faſſage is clear. If any of the Enemy ſtands 
in their way; to interrupt their March. they 
may take um Priſoner, and ſtand in his place, 
dl the ther muſt wen they take a Pri- 
= Tl tho next AL „They are 


5 q placed 
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placed one at one Corner, and t'other at the 
other Corner of the. loweſt Row, in the ſame 
Rank with the other Commanders. Thus 
they defend” the Flanks of the Army, and 
guard the Quarters of the King and his Offi- 
cers; but they are ſeldom put upon Action 
till after ſeveral Skirmiſhes and Repulſes: 
they generally do more Service than any, 


except the Queens. 


XXIX. 


Tus eight Pawns are placed in the Rank 
before the Commanders, one before each 
Officer. At their firſt Movement they may, 
if it be thought neceflary, paſs over two Che- 
quers, reckoning that they come from for 
one; after that, they can only move from 
Chequer. to Chequer in a direct Line for- 
wards : but if one of the Enemy ſhould: ſtand 
next to one of them in an oblique manner, 


they may take him. And if, with the ha- 
zard of his Life, any of them ſhould make 


his way up to the firſt Rank of the Enemy, 
he is immediately preferred, and made an 
Officer, and the King may prefer him to the 
Poſt of any Officer he has loſt. If the Oueen 
herſelf had been taken Priſoner, ſhe muſt be 
exchanged for this Paus. 
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As to the Method of playing your Men 
at Cheſs, it is impoſſible to give a Direction; 
for that depends upon Fancy, or a Man's 
particular Deſign at Play: and the Occur- 
rences that happen, and various Diſpoſition 
of the Enemy, will often force you to change 
your Meaſures. 


XXXI. 


Tux great Error of thoſe that are not 
very perfect in this Game, is, That they are 


apt to play too open at the beginning of the 


Game, as if they apprehended no Danger 
while the Enemy's Army is at a diſtance: 
but they ſhould remember, that the Queen, a 
B. ſbop, and a Rook, can take a Priſoner from 
one end of the Board to the other, if he lies 


uncovered. 
XXXII 


Arx ſome Movements, you will find 


it impoſſible to proceed without expoſing 
your Men or Officers; therefore your good 
Players will give up an inferiour Officer, to 
take a ſuperiour from the Enemy. For ex- 
ample, you ſhould play your Kuigbt juſt 12 
| e 
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the wn a Rook, provided you had placed 
another Officer in Ambufcade to ſurpfize 


him. 
XXXII 


Y ovx beſt Players always endeavour to 
get behind the Enemy, in order to attack the 
King, and give him Cheque-Mate ; that ſo by 
this means the may either take him, or ** 
him up, ang. o win the Game. 


XXXIV. 


Taz are two Ways of Chequering the 
King : The firſt is a ſimple Cheque, when the 
King can either retire out of danger, or cover 
himſelf with an inferiour Man, or take that 
Man that cheques him. 


3 


Tur 3 is, when the King is ſo be- 
ſieged and overpowered, that he can neither 
move, nor defend- himſelf, nor cover himſelf 
with another: this is called Cheque- Mate. In 
this Caſe the Game is loſt. 


XXXVI. 


Trrs is all that cau be ſaid towards teach- 
ing the Game at Cheſs; and you may ſee by 


this, 
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Court Gameſter. 


IF. this, that it requires Reaſon and good Con- 


good General of an Army, wherein there is 


— - — © * 
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gems and Turns. It is very different from 
moſt other Games, which' are tireſome and 
fatiguing, unleſs the Lucre of what you play 
for draws your Intention. This may be an 1 
Entertainment for Men of Senſe, who with- \ 
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out running the hazard of thoſe unhappy 
Events, which ſometimes attend high Play, 
may find an agreeable Amuſement, without 
Danger or EApence e. 
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I. 
Detection of the Artifices uſed by ſuch of 


8 


Boos printed for E Quill, 


7 


AR Was Nb cr; or, feht Adech⸗ 
tures of Seniora Rufina. Being a 


the Fair Sex, as aim more at the Purſes, 


than at 18 Hearts of their Admirers. Ex- 


emplifyd in the following Hiſtoxies: 1. The 


Miſer puniſhed. - 2. The Unfortunate Ri- 
vals. 3. The Beautiful Int. 4. The Amo- 
rous Prieſt. 5. The Artful 1 "6, "The. 
Religious Libertines. Begun to be tranſlated 


from the Original Spaniſh by the late Sir Ro- 


ger ha ww now finiſhed by Mr. Oxel. 
Price 


II. The Ladies Miſcellany : Cintlathe 
the following Poems; . viz. 1. The Art of 
Dreſs. 2. The Fan. 3. The Hoop-Petti- 
coat. By Mr. Joſeph Gay. 4. The Rape of 
the Smock. '5. Verſes to the Counteſs of 


Warwick, on Ker Marriage with Mr. Adtiſon. 


By. Mr. Nickel. 6. Ou the Death of the 
Lady Sunderland. By Mr. Chute. 7. On the 
Death of the Lady Berkeley.” By Mr. New- 
nb. 8. Love undiſcovered. 9. The In- 
conſtant. 10. The Story of the Lady Jane 
e. By or. 1 II. A Fable. By 


| My Rowe. be H de-Park Ramble. 


The Worms, a a Satire. By Mr. Pope. 
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III. The Hiſtory and Preſent State 
Hane. Containing, . An Account of th. 
Kings, their Antiquity, Prerogatives, C 
With a Deſcription of all the Royal Palace 

_Verſailles,, Marli, the Louvre, &c. and of tl 
Paintings, Statues, and other Curioſitic 


therein. 2. Of the Parliament, and all Off. 


cers, Civil and Military, belonging to h 
. _ Majeſty's Houſhold, and the Princes of tl 
Blood ; and of the Government of Province: 
_*Towns, Caſtles, Palaces, GC., 3. Of th: 
Biſhoprieks, other Church-Dignities, Mo. 
naſteries and Clergy. 4. The Peerage 
| France, the three Orders of Knighthood, tl 
Nobility, and Marſhals; with an Accour 
of each reſpective Family, and their Coa: 


ol Arms truly emblazon'd. 5. A particulz 


Deſcription of the City of Paris, and all th: 
Publick Buildings, Churches, Libraries, Co 
lections of Rarities, and whatſoever elſe 
Remarkable. 6. An exact Account of th: 
Reads from one Town of Note to anothe 
with the Diſtances. from Place to Place, no 
only from France, but from. thence. throug 
Spain, Italy, Germany, and the Netherlands 
By a Gentleman lately returned from his Tra- 
vels. 2 Vol. Price 65. E 
IV. The Adventures of Telemachus the 
Son of Ulyſſes. Written by the Archbiſhop 
of Cambray. Tranſlated from the new Edi- 
tion lately printed at Paris, by Mr. Oze!. 
Adorned With 12 curious Cuts, and a Map. 
Vol. Price 6 s. DE 


